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Foreword
What A Long, Strange Trip It’s Been

If you’re reading this, then there’s a good chance that
you’ve been along for the ride that has been Slumbering
Tsar for some time...and if not, welcome aboard! This
compilation is called The Slumbering Tsar Saga for a
reason, and it’s not because the adventure in and of itself'is
a saga; it’s because the adventure has been through a saga.
If you’ve been on this ride for awhile, then you may have
heard this story before, but I’ll share it one more time for
the sake of those who have not. After all, if you laid down
the scratch for this beast of a book, I figure you deserve a
little history.

I became a fan of Necromancer Games when I found a
copy of DI: The Tomb of Abysthor at my friendly local
game store, Game HQ in Oklahoma City (there’s a blatant
plug if I ever saw one). Shortly after selling my first
adventures to Dungeon Magazine in 2004 1 got the idea
to do a prequel of sorts for Necromancer’s quintessential
dungeon-crawl adventure, Rappan Athuk: The Dungeon
of Graves. Of particular interest to me was part of the
adventures prologue—a little bit of atmospheric text drawn
from Bill Webb’s own campaign from years earlier.

Many hundreds of years ago, the forces of
good allied to destroy the main Temple of Orcus
in the ancient city of Tsar. With their temple in ruins,
the surviving priests of this accursed demon-god
fled the city with an army of enemies on their tail...

That little bit of text gave me as much inspiration as
the entire adventure had. I had to know about this Tsar.
Why did the forces of good form an alliance and attack?
How did the followers of Orcus survive to flee, and most
importantly, if the priests of Orcus led the forces of good
into a trap at the Dungeon of Graves, why didn’t they
ever return to their temple and rebuild? Just exactly what
had they left behind and why? Could it be that the whole
thing was a ruse to draw attention away from some terrible
secret lost and forgotten in ancient Tsar? Thus was born the
genesis of slumbering Tsar.

From that came the idea of Tsar being an entire temple-
city surrounded by a wasteland of war-torn battlefields left
behind by the long-ago conflict, the subterfuge of the Great
Retreat, and the mystery of the Hidden Citadel. I pitched it
to Bill Webb and Clark Peterson of Necromancer Games,
and they liked it. I envisioned it to be a single book of
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a couple hundred pages, maybe the size of The Lost City
of Barakus. However, from conversations with Bill I was
told that Necromancer wanted smaller adventures rather
than more of the mega-adventures like Barakus that they
had been producing. So Slumbering Tsar underwent the
metamorphosis from a single mega-adventure to three
smaller adventures: one for the Desolation around the city,
one for the temple-city itself, and one for the lost Citadel of
Orcus. The outline was approved and writing began.

The scope of the book expanded. I had asked for a year in
which to write the trilogy and was on track when I turned
The Desolation in after four months. Bill began working on
its development, and I turned to the task of writing Temple-
City of Orcus. 1 soon realized, however, that couldn’t
get everything [ wanted in a book the same size as The
Desolation and asked Bill if I could go a little bit longer
with it. He said, “Sure.” Big mistake.

Six months later I turned in Temple-City of Orcus.. . half-
again as long as The Desolation. The Desolation went into
the production schedule and Bill told me to hurry and get
Caverns of the Barrier (what is now known as The Hidden
Citadel) done because he wanted to see how this whole
adventure was going to end. [ told him I might need a couple
extra months beyond the original year I had estimated. He
said, “Not a problem.” That Bill is a trusting fellow.

By the time eight more months had passed I was ready
to turn in Caverns of the Barrier, equal in length to The
Desolation and Temple-City of Orcus combined. I shudder
to think what would have happened had Slumbering Tsar
been a four-part series—I might not be done with the
original draft yet. But after a year-and-a-half it was done,
and The Desolation was off to a printer in China. Then
the fourth edition of the world’s oldest fantasy roleplaying
game was announced and production came to a halt.
The distributor pulled the plug on d20 products, and The
Desolation died before it ever saw the light of day. A few
years later Bill was able to release it as a pdf-only product
along with a few lost Necromancer Games titles, but for
all practical purposes Slumbering Tsar was dead and
Necromancer Games was on hiatus.

I spent the next few years writing primarily for Paizo and
their Pathfinder line and eventually their new Pathfinder
Roleplaying Game, spiritual heir to the 3.5 edition. During
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that time I pitched Slumbering Tsar everywhere 1 could.
It didn’t fit with the Paizo adventure path format and at
over 500,000 words altogether was simply too large for
practical publication by another company. The risk was
just too great, the chances of success too slim. Finally
after several years, | was back where I had started.

Then out of the blue Clark Peterson contacted me. He
had been judging for RPG Superstar for Paizo and had
gotten a good look at the Pathfinder Roleplaying Game.
He still wanted to find a way to produce Slumbering Tsar,
but his real-life work was simply not going to allow him
to, so he hooked me up with Bill Webb again after all
these years, and Bill had an idea. Necromancer Games
couldn’t exist without Clark—he was half of the magic
formula—so Necromancer wasn’t going to be able to
come out of hiatus yet due to real-life scheduling conflicts,
but Bill was wanting to start up a new company, Frog God
Games, for the sole purpose of producing Slumbering
Tsar. It would be converted to the Pathfinder Roleplaying
Game and divided up into 14 bite-size pieces, and we
would sell it through a subscription. Subscribers would
receive a pdf of each of the 14 chapters as they came out
and, when all were released, the entire thing would be
compiled into one giant book and shipped to everyone
who had subscribed.

Bill gathered together Chuck Wright who had done
layout for some Necromancer Games products,
cartographer Robert Altbauer from his excellent map
work online, and artist James Keegan from his work on
Wayfinder. With this team assembled in 2010, the work
began, the company was launched, and the book went up
for sale while I began editing, crunching stat blocks to
Pathfinder, and getting a final opportunity to tinker with
what [ now been working on for six years. We had hoped
to sell 100 copies, maybe 150—just enough to cover
expenses and maybe make a little bit of money to pay
the people working on it. Then the orders started coming
in numbers exceeding our expectations. Looking at the
numbers we realized that we would be able to achieve
that ever-elusive dream in the RPG biz—profit. With that
Fog God Games was launched in earnest. Bill found an
additional partner in Matt Finch of Swords & Wizardry
fame and suddenly we were producing adventures both
from the Necromancer backlog as well as new materials,
all in both the Pathfinder system and Swords & Wizardry.
Swords & Wizardry Complete came to fruition and then
The Tome of Horrors Complete, the Tome of Adventure
Design, Black Monastery, an update for Rappan Athuk,
and numerous other products that Bill had been itching to
do for some time. All because you guys, the fans, decided

you wanted to see Slumbering Tsar and were willing to
subscribe to a pdf series, sight unseen, from a brand-new
start-up company in order to make it all happen.

The list of people I have to thank for this project seeing
the light of day is endless, from people like Lou Agresta
plugging the adventure in his RPGAgression.com blog, to
Dawn Fischer coming on board voluntarily to serve as a
proofreader and editor and ultimately joining the company
inthatposition, Skeeter Green for assisting in conversions of
monsters, Greg Ragland in conducting playtesting, Robert
Trifts and Mike Azzolino of Chronicles: Pathfinder Podcast
for getting the word out, and a host of WereCabbages and
staff members of Paizo Publishing for providing support
and encouragement.

Also a very special thanks is owed to the fans on the
messageboards who have poured their own hearts and
souls into this project to make it commercially successful
through reviews, word-of-mouth advertising, and all
their encouragement and support of me and the rest of
the Frog God Games staff. There are too many to name
but I’d be remiss in not at least pointing out Endzeitgeist
and Dark Mistress for their many reviews critiquing the
books on both their strengths and flaws in order to help
us improve. And finally thanks to those fans who went
the extra mile and systematically compiled errata for us
to incorporate into the final publication and make the
book that much better. Leading the charge on 16 pages
of messageboards commentary was the incomparable
DaveMage supplemented in no small part by the rogues’
gallery of Anguish, bstern, catsclaw227, Dark Sasha (our
very own Dawn Fischer), davrion24, dunbruha, Jzavoda.
piedpiperpublishing, Kthulhu, laricg99, leem, Leonal,
Leopold, Pale Writer (our very own Chuck Wright),
skeetyrbug (our very own Skeeter Green), Sozin, and
Tammeraut (some hack we claim we don’t know). And to
the many, many others who helped make this possible and
who I’ve forgotten to mention. You guys are the best!

Like this foreword, this book has been a very long and
strange trip with the help of a thousand hands on a journey
of as many miles.

Thanks for riding along.

Greg A. Vaughan

May 2004 — March 2012



Author’s Note

A couple of quick things to clarify before you dive into the book. When the Pathfinder conversions for this book
were originally started, Paizo’s Pathfinder Bestiaries 2 and 3 had not yet been released. Conversions from the original
OGL sources were made for the first few pdf releases of the series. As a result, the conversions presented herein may
not always exactly match the official Pathfinder conversions published by Paizo. With the compilation I have updated
those stat blocks to reference the Bestiary sources but have not changed the stat blocks themselves, in order to maintain
the integrity of the original conversions that were done and balanced specifically for this adventure. You can choose to
view those particular monsters with stat block deviations as merely regional variations of the particular species or just
replace them altogether with the Paizo versions. I just wanted to let you know so that when you looked at a belker, for
instance, and realized it wasn’t a perfect match for the Bestiary 2 version that there was a reason why.

Of final note, a few people have asked about the distances between locales featured in or referenced by the adventure:
places like Bard’s Gate, the Grand Duchy of Reme, and others. Like the Necromancer Games products of old, The
Slumbering Tsar Saga is designed to be dropped into your own campaign world so those distances are kept purposely
vague. While Frog God Games may someday perhaps stitch its adventures together into a coherent campaign world
for some future product, for now there is no such official interpretation, so make the adventure yours and fit it where
you will in your own homebrew or some other published setting. The adventure is yours; make it work for you and
your gaming group.
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By Greg A. Vaughan



Part 1 -The Edge of Oblivion

Perched on che verge of che war-corn wasceland known as the Oesolacion scands a
secclemenc of dire Repucacion. Known only as Che Camp, chis wrecched collection of
criminals and scoundrels, the desperace and che hopeless, all eking ouc an exiscence on che
Far Fringes of civilizacion make chis cruly & place oF new deginnings and horriFic endings.
Now chings scir wichin the Oesolacion and call o heroes sceking sccrecs and CRCASURES
lost co che knowledge of men. Che promises of reward dare che drave and che Foolish
boch co seck cheir Forcune in Che Camp—ouc on che very edge of odlivion.




Introduction

“Many hundreds of years ago, the forces of good allied to destroy the main Temple of Orcus in the ancient city of Tsar. With their temple in ruins, the
surviving priests of this accursed demon-god fled the city with an army of enemies on their tail...”

— R1: Rappan Athuk, The Dungeon of Graves: Upper Level

“This world is mine!”
— Orcus, Demon Prince of Undead (ca. 10,000 years ago)

Slumbering Tsar: The Desolation is the first in a three-part series of
adventures set in around the ancient, ruined temple-city of Orcus first
introduced in R1: Rappan Athuk—The Dungeon of Graves: The Upper
Levels. 1t is designed for a party of four to six 7th-level characters. Upon
completion the party will be around 11th level. It consists of three parts
to be released sequentially: Part I—The Edge of Oblivion, Part 2—The
Ghosts of Victory, and Part 3—The Western Front. The other adventures
in the series are Slumbering Tsar: Temple-City of Orcus and Slumbering
Tsar: The Hidden Citadel.

A good mix of character classes is beneficial to the successful completion
of this adventure series. However, this is an extremely dangerous
adventure—characters will die! There are several opportunities
throughout the series for lost characters to be recovered, but players
should be prepared for the creation of new characters if their own prove to
be unrecoverable. If your players have favorite characters that they won’t
want to part with, it would perhaps be a good idea for them to create
different characters for this adventure series.

More than just adventures, this series is a mini-campaign that can take
your players’ mid-level characters far on their careers, provided they
survive. Each of three over-arching adventures is playable as a stand-
alone module, but to truly reap all of the rewards and grasp the fullness of
the threat at hand, they work best as a complete series. The adventures are
set in and around the environs of the ruined temple-city of Orcus known
as Tsar, where a great battle was fought between the disciples of Orcus
and the forces of good. The first adventure encompasses a settlement
known simply as The Camp, which the party explores initially and most
likely uses as its base camp during their explorations in and around the
Desolation, a vast field of death and destruction left by the long-ago war.
The second and third adventures in the series explore the ruins of the city
of Tsar itself, the massive Citadel of Orcus within the city, and finally
the hidden Caverns of the Barrier deep beneath the citadel. Each of these
adventures is like the layers of an onion that the party peels back as they
progress in their exploration until, finally, they reach the ultimate goal of
their quest and discover the sinister and true purpose and history of this
ancient redoubt of vile wickedness.

While set in a generic world, these adventures do draw on background
and information presented in the Rappan Athuk—The Dungeon of
Graves series and Bard’s Gate by Necromancer Games as well as
numerous other Necromancer Games products. Those adventures are not
necessary to run this adventure or any in the series. If you would like
to remove this adventure to your own campaign world entirely, you can
do so with little effort by ignoring the fate of Orcus’s followers and the
pursuing Army of Light following the Battle of Tsar or tailoring it to fit the
history of your own setting.

Adventure Background

The northern wall of Bard’s Gate looks out over a vast river valley
disappearing into purple hills in the hazy distance. The mighty gates fixed
in that wall rarely open anymore. On the few occasions when the north
gates do open to allow entrance to the occasional merchant caravan or
especially daring traveler, they reveal a wide road, paved with great stone

A Word About Stlumbering T'sar

What you have before you is the culmination of a five-year
project that began as a single mega-adventure, was split into a
three-adventure series, turned into three mega-adventures, got
lost on a boat to China, eventually became a single pdf release,
and ultimately reached the format you have now. With this in
mind, a word of warning: the Slumbering Tsar Saga was never
intended to be a serialized adventure series but rather three huge
connected adventures, each a complete individual adventures
in its own right. These three adventures have been divided into
manageable parts for release, but you will immediately notice
that each of these individual parts is not necessarily a stand-alone
adventure by itself. They can be used without the others, but due
to the sandbox style of the adventures, the story is not complete
without at least the others from that portion of the trilogy.

It is, therefore, recommended that you obtain all the parts to
an individual adventure before you begin to run that adventure
for your players. Otherwise avenues for exploration may not
be open, and references to other areas in the adventure may
not make sense without those parts to reference. However,
if you have access to all three parts of the initial adventure,
Slumbering Tsar: The Desolation, for instance, you will be able
to fully appreciate and play the possibilities presented therein
while accumulating the parts for the next adventure and so on.
Regardless of how you wish to organize and use the adventures,
best wishes for you and your players’ enjoyment.

flags forming a smooth and level traveling surface striking due north
for the hills. However, closer inspection reveals the signs of a lack of
maintenance, and after a few miles the road deteriorates into little more
than a wide dirt track, overgrown with weeds and with only the occasional
stone paver visible in the hard soil. It obviously sees little travel and even
less care.

Few stand atop Bard’s Gate’s north wall and gaze out upon that hazy
vista or care to think about what lies beyond those distant highlands.
Fewer still are brave or foolish enough to make the journey in that
direction. Bard’s Gate relies on its commerce from other roads in other
directions and pays no mind to the north, for to the north, beyond the
village of Taverlan and the distant purple hills and across many leagues,
lies the reminder of one of the most tragic moments in the history of the
civilized kingdoms. To those who even care to remember, the north gate
leads only to bad memories or mournful legend. To the rest it leads to
where only madmen would dare to go—the ruined city of Tsar and the
great Desolation that surrounds it.

Tsar, the great temple-city to the Demon Prince of the Undead, stood for
centuries as a bastion of evil and hate. Foul beings of all kinds flocked to
its mighty walls and found succor and purpose within. At its heart stood
the great Citadel of Orcus, the black heart of Orcus worship on earth.
Countless evils were perpetuated in those corrupt precincts, and equally
countless wicked plots were hatched and carried out therein.
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Finally the goodly kingdoms could stand the presence of this festering
boil in their midst no longer. The churches of Thyr and Muir led a
delegation of good and neutral faiths to Graeltor, the last overking. Only
with the backing of the nations’ secular armies would the holy churches
be able to erase such a blight. In his last major pronouncement before the
overthrow and fracturing of the kingdoms into the independent nations
they are today, Overking Graeltor called for a mighty crusade to tear down
the walls of Tsar and forever end the presence of Orcus worship in the
world.

This crusader army, raised from all nations and almost every non-
evil faith, became known as the Army of Light and marched for Tsar.
In command of this army Graeltor placed his most trusted advisor, the
archmage Zelkor. Supported by innumerable knight commanders,
wizards, church patriarchs and scores of heroes of renown, Zelkor quickly
advanced his army from its staging ground of Bard’s Gate, through Tsar’s
outermost defensive positions and into the great plain that surrounded
the temple-city itself. Flush with their many quick victories, the Army of
Light suddenly found arrayed against itself seemingly endless legions of
every sort of vile warrior-race and fell outsider imaginable called up from
all over the multiverse and lining the battlements and fields before their
redoubt—one of the greatest fortresses and citadels ever erected in that
time. The beginnings of doubt seeped into the ranks of the Army of Light.

However, hope was not lost as the heavens opened up and flight upon
flight of angels and celestial beings descended from on high to swell the
ranks of the Army of Light. With grim determination in both camps, battle
was joined on the plain before the gates of Tsar. The war raged for over a
year, the Army of Light advancing to the very foot of the walls and then
being pushed back by a new surge of demonic power. The disciples of
Orcus led by the Grand Cornu, Orcus’s single highest-ranking priest on
the mortal planes, threw every vile attack they could at the Army of Light
in defense of their city. Rains of horrific fire and acid fell from the skies
or belched from fissures in the ground, great constructs crushed their foes
before them, terrible clouds of poisonous gas choked entire regiments, and
heretofore unknown plagues swept through the troops causing thousands
of horrible deaths among the Army of Light. Nevertheless the forces of
good persevered and fought on.

Finally, though the battle seemed no closer to victory, the fates seemed
to smile on the Army of Light. Unexpectedly the city fell. In a single night
the entire city virtually emptied of defenders as they all were magically
transported to a point several miles outside the city’s walls, complete with
baggage train and mounts for many. The magical expenditure necessary
to complete this miraculous maneuver cost the Grand Cornu his very life
in sacrifice to Orcus, but the legions of the demon prince had broken free
from the Army of Light’s cordon. They immediately took flight before the
stunned Army of Light, heading south.

Zelkor and his fellow commanders were immediately suspicious of this
sudden retreat but could not afford to allow the combined followers of
Orcus concentrated in one place to escape and spread their insidious evil
again. A cursory sweep of the city by scouts proved that the withdrawal
was no ruse, so Zelkor left one of his most powerful knights, the paladin
Lord Bishu, with a company of knights to secure the citadel and hold it
until the Army of Light could return and properly destroy it. Then, still
with a seed of doubt niggling in his mind, Zelkor ordered the Army of
Light in pursuit of the fleeing legions.

The tale of that long pursuit is an epic in and of itself. Finally the Army
of Light cornered the forces of darkness in a forest near a rugged coastline.
In anticipation of a great victory, the forest was prematurely named the
Forest of Hope. The naming proved to be a cruel irony, for in the forest
the followers of Orcus had been preparing a great trap for years in case
just such an occasion ever arose. Both armies disappeared into the forest.
Neither ever emerged. The Army of Light was lost to a man.

The shock of the loss of so many heroes, nobles, and leaders of renown
reverberated throughout the kingdoms. The overking was overthrown in
the unrest that followed. Minor wars erupted as new factions took over
old power bases bereft of their leadership. When all was done and a
semblance of peace returned, the lands looked much more like they do
today. Some said the loss of so many was worth it for the eradication of
the foul cult of Orcus. Others said it had been a scheme concocted by the
demon prince all along to destroy his most powerful enemies and sow

hate and dissension throughout the civilized nations. Years later when a
terrible graveyard and thriving dungeon complex devoted to Orcus was
discovered in the Forest of Hope, popular opinion agreed with the latter
theory. It seemed Orcus had not been eradicated after all, just relocated,
and once again his insidious evil began to spread throughout the lands.

For the past century some attention has been turned to delving into the
so-called Dungeon of Graves and rooting out the evil now entrenched
there. That complex is detailed in the Necromancer Games adventure
Rappan Athuk Reloaded. However, what remained of the temple-city
of Tsar was a vast, abandoned ruin surrounded by miles and miles of
poisoned and scarred wasteland left behind by the battling armies. It was
all but forgotten as a bad memory of despair with no value save as an
eyesore and wilderness home for strange and fearsome beasts that moved
into the desolate area. The knights of Lord Bishu, left behind at Tsar, were
likewise forgotten as they, too, were never heard from again. In the wake
of the great tragedy at the Forest of Hope, no one thought to check into
the ruins themselves, and all who knew about this relatively small group
that had been sent to the city had perished in Orcus’s trap. The people of
the civilized nations went on with their lives with, perhaps, a little less
hope and optimism than before. Tsar was forgotten, and the land around it
shunned and remembered only as the Desolation.

While the rest of the world looked southwards for the future, some
few remembered the distant exotic markets of the far north. Those brave
or foolish enough to try reopened the trade road that passed through
the Desolation to once again reach those far lands. Those that survived
such treks and were able to trade the rare items they brought back made
fortunes, but most who attempted the dangerous passage died—Ilost to the
hazards of the Desolation. Eventually a small settlement of cutthroats and
the worst kind of profiteering entrepreneurs sprang up on the southern
fringe of the Desolation. This hole-in-the-wall known simply as the Camp
serves as a staging ground for travelers to hire mercenary guards or fast
mounts for the perilous run through the Desolation. Likewise it serves
as a point of relative safety for those few managing to make it through
from the north with or without goods in tow, often with denizens of the
Desolation in hot pursuit. There is little to this unruly, fringe settlement,
and many meet their fates on its dirty streets without ever making it to
the Desolation. Regardless, it manages to just barely eke out an existence
serving as a stopping point for those few travelers who dare to make the
run.

Now no one but these miscreants and fortune-seekers pay any attention
to the area and then only so they can pass through the Desolation as quickly
and safely as possible. The temple-city’s ruins are universally avoided
and little thought of. Why would anyone wish to go to almost certain
death? What could still exist in the unknown holes and broken towers
of Orcus’s greatest earthly bastion? What could lie undisturbed, awaiting
some possibly preordained time to awake in the ruins of slumbering Tsar?

Adventure Summary

The adventure begins as the party arrives in the Camp and gets a taste
of the regions deadly nature from a run-in with a local guide just returned
from an unsuccessful mission into the Desolation. While dealing with the
local inhabitants and arranging accommodations, the party also gathers
information about the Desolation and the perils to be found there. They
can contract with various locals for advice or guidance in navigating the
hostile terrain that is the Desolation. Some of these locals are helpful,
but some are in league with the menaces that now inhabit the arid
wasteland and instead attempt to lead the party into traps or ambushes.
In addition, the party begins having fleeting encounters with a strange
midnight peddler who gives them cryptic clues about the Desolation and
the haunted temple-city.

Eventually in Part 2—The Ghosts of Victory and Part 3—The
Western Front, the party begins making forays into the dead lands of
the Desolation following leads given to them by contacts in the Camp or
perhaps even the midnight peddler himself as they attempt to get an idea
of the lay of land and the dangers they will face. Many small side quests
present themselves as they continue to probe the mysterious interior of the
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wasteland, returning to the Camp as needed to rest and resupply. This is the
bulk of adventure, the various chapters dividing up the major encounter
areas. Finally when the party has gained levels and power sufficient to
do so, they travel to the very walls of the ruined city to face the guardian
there, a great tar dragon blocking entry into the temple precincts. There
the first adventure ends as the party is finally able to attempt entry into the
city beyond. That portion is covered in the next adventure in the series,
Slumbering Tsar: Temple-City of Orcus.

Adventure Hooks

There are myriad reasons why a party of adventurers might come to this
locale to test themselves against the challenges that await.

1. To Boldly Go: The Desolation is a largely ignored and unexplored
wasteland where two massive armies virtually smashed themselves to
pieces. Those who have braved its depths have hurriedly passed through
studiously ignoring the battleground around them and the ruined city it
surrounds. Surely something of value remains to be gleaned from such
a cataclysmic conflict of old. In this instance, the party, having gained
enough power to attempt it, can be one of the few to have ever tried
plumbing the great unknown that is the Desolation. Most have deemed
it too dangerous or devoid of anything of value, but there are always
legends of some great knight who fell on the battlefield clutching his
powerful sword that was never recovered or some powerful wizard
whose mighty staff disappeared in the melee and must still be lying out
there somewhere. Perhaps the party just wants to be the first to have
successfully braved the farthest corners of the Desolation and lived to
tell of it. Parties of a less lawful bent might be interested in the rumors
of burial mounds that were erected for noble warriors who fell in battle
and were interred with portions of their riches.

2. Trail Blazers: A party of this level has many connections gained over
their career. One of these, a merchant-lord and sometimes patron of
their expeditions, has his eye on the lucrative trade of the distant north.
There are fortunes to be made but the risks and expense are too great
to make caravans through the Desolation worthwhile. However, if a
party of proven adventurers could tame the area and open a safe trade
route, a monopoly on the new route could be established and a fortune
made by all. Maybe he wants someone to clear the monsters out of
the Desolation altogether, or perhaps he just wants a safe route to be
found that can easily be controlled and kept secret. Either way such
an endeavor has never been successfully accomplished, but if the right
group could be persuaded to undertake the task...

3. Land Grant: Rewards come in many forms to parties of successful
adventurers, not always just heaps of gold and magic items. For the
successful completion of a recent mission a king has bestowed upon
a member of the party noble title and grant to land at the farthest
flung reaches of his holdings. The land just so happens to be in the
Desolation. The party must come to the Desolation to try and not only
bring order to the Camp but tame the wilds of the Desolation as well in
order to establish their fiefdom. A variation on this theme is that a newly
ennobled baron has just received such a grant and needs to hire a party
of adventurers to reclaim his lands for him. Perhaps minor titles and
land grants await them if they are successful.

4. Save the Forest: If the party is of a more naturalist demeanor (druids,
rangers, barbarians, etc.) they could come to the Desolation in order to
erase the centuries-old blight from the lands. Common wisdom says
that surely some source of evil taint remains to keep the land corrupted,
so if such a taint were discovered and removed the forces of Nature
could begin their process of rehabilitating the accursed ground. Players
following this track could have some interesting interactions with the
Reclaimers at Area AS.

5. Sleepless Knights: A cleric of Muir has located in the temple archives
a set of orders issued by Zelkor during the Battle of Tsar that somehow
survived and were transported back to civilized lands. These orders
detail the assignment of the paladin lord Bishu and his company,
adherents to the faith of Muir, to hold the city of Tsar and await relief
from the Army of Light. Lord Bishu was always thought lost in the

Dungeon of Graves like the rest of the Army of Light. The fact that he
never returned and the possibility that he or some of his command may
have survived for some time at Tsar holding to their duty has ignited
the church hierarchy. What did Bishu accomplish during his time in
the city? Do his bones, surely now sacred relics of the church, still rest
there awaiting repatriation? Could he or any of his knights somehow by
the grace of the gods have survived all the intervening span of years and
man their posts still awaiting relief? The church cannot afford to send
any of its own on a possibly foolhardy mission into unknown danger
with only a small hope of success, but adventuring parties are often to
known to undertake such assignments.

6. Sinister Secrets: Zelkor was not the only one suspicious of the disciples’
sudden withdrawal from the city after the Battle of Tsar. The record of
that event is well-known and has been pondered by many since that day.
Was it all just to trap to destroy the Army of Light at Rappan Athuk?
If so why not reoccupy Tsar, a vast and defensible temple-city along a
lucrative trade route, instead of settling for a dingy hole in the ground
in some far flung forest. Could the entire withdrawal and debacle in the
Forest of Hope have been a ruse within ruse to draw attention away
from seemingly abandoned Tsar for some other, altogether unguessed
reason? Questions such as these and more have been on the minds of
the patriarchs of the temples of Thyr and Muir for some time. Now
they wish to send in a small group to infiltrate the unplumbed ruins and
discover what sinister secret may have been kept so well for so long.
This hook works well with parties of a noble or holy content. It could
also be used in conjunction with Adventure Hook 5 above.

GM Notes

This module, and in fact the entire series, are designed to provide
the players with great freedom in where they go and what they do.
Familiarize yourself with the entire adventure including the NPCs and
their motivations. Many of the seemingly friendly NPCs and potential
allies have nefarious connections with various encounter areas. These
NPCs and the many clues and encounters can guide the players in what
directions they might go, but allow them to make their own choices.
Don’t be afraid to let foolish players suffer for poor decisions if they get
in over their heads, but if innocent mistakes or unlucky rolls are to blame
you might allow a well-played party the opportunity to withdraw from
overwhelming encounters (if they are wise enough to do so).

As the party progresses through the various encounter areas, allow them
to add experience points and level up if applicable whenever they stop to
camp or rest for any significant period of time. A good way to adjudicate
this is to allow let them add their experience points to their characters
any time they stop long enough for the spellcasters to regain their spells.
The encounters in the adventure grow increasingly difficult, and the party
will need those levels and the added abilities in order to defeat the tar
dragon in the adventure’s final encounter. However, the encounters in
the adventure can be played in any order the characters see fit even if
they come face to face with opponents who are too powerful for them. As
mentioned earlier, characters are likely to die and opportunities to recover
those characters or introduce replacement characters have been written
into the adventure. Regardless of the order that the encounters are run, the
tar dragon bars entrance to the temple-city covered in the next adventure,
so it is necessary for the party to overcome or avoid it somehow if they
wish to proceed with the series.
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Regardless of the party’s reason for coming to this godsforsaken corner
of the world, they are likely to know some or all of the history of the area
before they arrive. Anyone native to the lands around Bard’s Gate or from
lands allied with the great trade city knows at least a general overview
of the events described in the Adventure Background. Depending on the
party’s purpose for coming to the region, as mentioned in the Adventure
Hooks in the Introduction or one of your own devising, they know as
much or as little as you see fit to reveal beyond the well-known legends
of the great battle and epic pursuit. If you wish to make the players
earn their information, require them to have their characters make
Knowledge (history), Diplomacy, or bardic knowledge rolls, and then
reveal information based on the success of their efforts. These rolls can
signify the research done by the characters around Bard’s Gate and other
localities in preparation for their journey to the Desolation. A check for
one of the above skills succeeding at a DC 25 or above is worthy of having
the Adventure Background read to them verbatim.

The adventure assumes that the characters are traveling from the known
lands to the south and arrive at the Camp on the fringes of the Desolation
before actually entering that hostile territory. This gives them an
opportunity to get their bearings, gather information and make their plans
before jumping straight into the encounters. However, this “downtime”
is not without its perils as the party quickly discovers the inimical nature
that exists within the inhabitants of the Camp themselves. This chapter
details encounter areas in the Camp. The next chapter deals with events
that occur while the party is visiting the settlement.

The Camp exists at the edge of civilization, on the very brink of the
Desolation’s southern edge. The ancient trade road, now little used, runs
directly through the Camp and on into the Desolation itself. The Camp
gained its name from its origins as being little more than a stopover spot
near a good well to prepare for a run across the Desolation or to recover
from such a run. When a permanent settlement sprang up, it retained
the name since its function really hadn’t changed. The locale consists
mainly of stony, hard-packed soil that barely supports the few garden
plots grown by the Camp’s inhabitants. The one notable exception to this
is the garden at Area 9 which thrives with a strange fecundity for some
unknown reason. A few stunted trees and scrub brush grow in the area,
but not enough to qualify as any actual woodland. Most that were within
easy walking distance of the Camp have been used for fuel. The climate is
arid and warm, getting hot in the dry depths of summer. However, when
winter winds howl down from the north without any foliage to serve
as windbreaks, the temperature plummets to well below freezing and
can remain there for weeks at a time. It is during these months that the
population of the Camp diminishes as the folk abandon the inhospitable
place or die of exposure. It is also during this season that dust storms are
prone to sweep in off the Desolation dropping up to 2 feet of sediment and
forcing everyone to stay under cover as much as possible. For the purposes
of this adventure assume that the party has arrived in the calm months of
late spring and early summer before the worst of the heat has arrived. This
corresponds to the wet season, though rainfall is always sporadic at best.
Only occasionally do the wadis of the Desolation fill with flash floods. If
you prefer to set the adventure in some other season, feel free to adjust the
descriptions accordingly.

The Camp is a sprawling cluster of crude shanties and dilapidated
hovels. The standard materials for most of these buildings are pieces of
plywood scavenged off of crates and wagons, broken branches and sticks,
thatch, sod turves, some fieldstones, and copious amounts of mud. Many
of the structures are little more than lean-tos. All are in poor condition due
to the laziness and apathy of their current occupants and are held together
by little more than spit and good luck. A truly hard windstorm (thankfully
rare south of the Desolation) could flatten most of the dwellings, and a
heavy rain would cause many of them to simply melt.

The Camp

THE CAMP

CN small fown

Corruption +4; Crime +5; Economy —4; Law —7; Lore +1;
Society -5

Qualities notorious, rumormongering citizens

Danger +30; Disadvantages anarchy

Government anarchy
Population 355 (244 humans; 36 orcs or half-orcs; 21
dwarves; 18 goblinoids; 11 halflings; 10 gnomes; 7
elves or half-elves; 7 other; 1 hill giant)
Notable NPCs

The Usurer, moneychanger and blacksmith (NE male
human lich wizard 11/expert 5)

The Bender Brothers, landlords (CE male gnomes
rogue 6/assassin 3)

Clantock, mercenary captain (CN male half-orc
fighter 8/rogue 3)

Father Death, priest of Nergal (NE male hobgoblin
cleric of Nergal 8)

Finnelaus, livery master (CN male elf barbarian 6)

Griswald, undertaker (CE male ghast)

Lucky Bjorc Balsam, tavern keeper (NG male orc
expert 10)

Mama Grim, apothecary (LE female swamp hag)

Sammar, Bard’s Gate diplomat (NG male human
bard 4/aristocrat 1)

Simon, hermit (LG male half-elf monk 7)

Skeribar, guide (N male human ranger 10)

Base Value 1,300 gp; Purchase Limit 7,500 gp;
Spelicasting 4th
Minor ltems 3d4; Medium ltems 1d6; Major ltems —

The folk of the Camp lead an indolent existence spending most of their
time sitting around making great plans to get ahead (usually at another’s
expense) but taking action only to do the bare minimum effort necessary
in order to survive. Most that come here are vagrants, hopeless ne’er-do-
wells, or the criminally insane, so there is very little sense of community.
They do come together in order to thwart any immediate threats to the
town’s survival, though their uncooperative and chaotic attitude makes
these efforts somewhat ineffective at times. This is the Camp’s third
incarnation, the preceding two both having been utterly destroyed by raids
from the creatures of the Desolation in centuries past. Fortunately these
raids come only rarely, as the Desolation’s denizens are usually content
to stick to their own ground. Each time the Camp is destroyed, however,
another trickle of vagabonds and ruthless profiteers comes back to the
area and starts over, picking up the pieces left by the previous inhabitants.

During the day, the inhabitants of the Camp can be encountered out
and about by the party using The Camp Random Encounter Table Below.
Otherwise, the characters have to visit an individuals abode to have the
opportunity to meet them. At night, no one is out as explained under Area
1 below.

The Camp is unofficially run by the Usurer, see Area 7 below. As the
hamlet’s moneychanger, blacksmith, and arguably the most powerful
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individual, he sets customs that the rest go along with. One of these
rules is that the inhabitants only deal in the town’s own currency, iron
coins minted by the Usurer himself which are known as “bits” or “iron
bits”. This is explained further in his section, but all of the townsfolk
strictly adhere to this regulation and refer newcomers to him to purchase
currency. They support this convention because it comes out to their own
great advantage economically.

The closest settlement of any size to the Camp is the free city of Bard’s
Gate that lies hundreds of miles to the south (the exact distance is left to
what works best for your campaign. If you wish to allow the PCs to travel
to such a center of civilization to rest or resupply, its specifics are included
in the following sidebox. For a more detailed treatment see Bard’s Gate
by Necromancer Games.

Bard’s Gate

BARD'S GATE

CG large city

Corruption +0; Crime +3; Economy +5; Law +2; Lore +3;
Society +3

Qualities academic, holy site, prosperous, strategic
location, tourist attraction

Danger +10

Government aufocracy
Population 25,000 (2,750 humans; 5,000 half-elves;
3,000 dwarves; 3,000 elves; 2,000 halflings; 1,250
gnomes; 750 half-orcs; 250 other)
Notable NPCs

Cylyria, Elected High Burgess (NG female half-elf
bard 13)

Imril, Captain of the Lyreguard (LG male human
paladin 9)

Jared Strann, High Priest of Oghma (NG male human
cleric of Oghma 9)

Duloth, Head of the Wheelwright's Guild and Black
Market (NE male human fighter 5/rogue 5)

Bofred the Just, High Priest of Thyr (LG male human
cleric of Thyr 9)

Barahil the Faithful, High Priest of Muir (LG male
human cleric of Muir 6/paladin 6)

Lauriann Danyr, Head of Bard’s College (NG female
half-elf bard 7)

Andrigor, Member of the Fellowship of the Note (NG
male human diviner 12)
Etc.

Base Value 12,800 gp; Purchase Limit 75,000 gp +50%;
Spellcasting 9th
Minor ltems 4d4; Medium ltems 3d4; Major ltems 2d4

Provided below is a list of rumors that can be obtained through use of
Diplomacy or Knowledge (local) checks while in the settlement. A check
should be made each time a character asks a specific question to see if he
is able to learn the information related to his query. Checks should also be
made when the characters are interacting with the townsfolk while fishing
for information in general. Have them make their check and select a
rumor from the highest level at which their roll was successful. Characters
can make 1d3 of these general checks per day spent in the Camp. Each
encounter area also provides information that can be obtained from that
particular location through Diplomacy or Intimidate checks.

DC10:

“The only place to stay in the Camp is the boarding house. It's run by

the Bender Brothers, a coupla’ gnomes. They serve meals also, though
you can get those at the Sip O’ Blood, too.” This is largely true, though a
secretly rolled Sense Motive (DC 20) detects that there is more to it than is
being told. If pressed the speaker can give no further information, because
he or she truly doesn’t “know” anything more. There are only suspicions
as to what truly goes on there.

“The guy in charge of the Camp is the Usurer. I'm not sure what that
word means, but it sounds official. He's also the local moneychanger and
blacksmith. Some people say he doesn t sleep but just sits around all night
thinking up new ways to make money.” This is mostly true.

“Don’t cheat at cards while you're in the Camp. Leastwise not unless
you can whip everyone else whose playing. The last feller who done it is
still swinging in the breeze.” True (see Area 1 of The Camp).

“You can't use gold or silver in the Camp. You've got to go to the
moneychanger and trade it in for ‘bits’, coins made out of iron. That's all
that will spend here.” True.

“Need supplies or other such things? The place to go is the Celestial
Emporium. It was established by angels and has heavenly prices (spoken
in true used car salesman fashion). Need armor or weapons? Talk to the
Usurer. Need horses? Finn's Livery. A cold drink or a bit o’ company?
Head on down to the Sip of Blood Tavern.” Mostly true (except for the bit
about the Emporium).

“Don't go out on the Desolation. There's no better way to get dead.”
Definitely a possibility.

“The Ashen Waste is a desert hellhole of choking dust and evil spirits.
If you die there your soul wanders forever without finding rest.”” The first
part is true.

“The Dead Fields get their name from the bones of the dead that are
stacked like cordwood across the whole plain. Sometimes they get up and
walk.” True.

DC 1s:

“If you're looking for a guide to take you out in the wastes, nobody
knows it better than Skeribar and his men. They charge steep, but they
come home alive so that counts for something.” True, but there is, of
course, more to the story (see Area 9 of The Camp).

“Nobody goes out much at night here in the Camp. People that do tend
to disappear. I think it’s the doings of that death church myself, but don't
tell ‘em I said so. I don't want them coming after me. Funny thing is,
anyone who stays inside is usually alright, even if it’s just in a tent or a
lean-to.” True about the disappearances but wrong about the reasons. See
Area 1 of The Camp for details.

“If you travel the roads of the Desolation at night, you're sure to run
into the Lost Caravan...all that's left of the unluckiest merchants to ever
try to cross the wastes. You’ll see and hear strange things that can't be
explained, but that’s okay. Just step aside and let ‘em pass, and more
than likely they’ll go on by, though a few people do disappear. Those that
bother them, though, are doomed to join their cursed journey forever.”
Mostly true.

“If you're hurt or sick and need help, go see Mama Grim. She’ll fix you
right up. Just don t feed the goblin bears.” Very true.

“Them gnomes that run the boarding house are twins. Most folks can't
tell ‘em apart. Heck I've never seen them both at the same time...maybe
there's only one of them just pretending to be two...” False. There are
actually three gnome brothers. See “Camp Hospitality” in Chapter 2.

“The catfish aren't alive, they re undead. And they re coming for us...
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oh yes, they re definitely coming for us.” This guy is obviously insane.

“The Sip of Blood Tavern is run by a vampire. His name’s Lucky Bjorc
and drinking other people’s blood is how he stays so lucky. I'd stay away
from the sangria if I were you.” Not even close. Also they don’t serve
sangria at the tavern.

“Gurg the hill giant used to run the best protection service in town. Looks
like those Bard's Gaters are the last fee he’ll ever collect. I wonder if his
ogres did in the whole lot of them out in the middle of the Desolation.”
False.

“A fellow passed through here a few months ago heading out to the
Desolation. He looked familiar to me from my days as a bandi...er, I mean
merchant. Yeah, that's it, a merchant. Anyway, this guy was dangerous.
He's wanted in several cities, and I'm sure there's a nice reward for him.”
True, this refers to the bandit lord at Area C7 of The Chaos Rift in the
Desolation. A DC 17 Intimidation check on this informer can wring out of
him that the bandit’s name is Bartileus, the Butcher of Eamonvale.

“Past the crossroads are the Boiling Fields and the Chaos Rift, lands
so tortured by evil magic that they no longer even look like part of the
earth.” True.

DC 20:

“A strange peddler comes through town from time to time. He s the only
one I've heard of that seems to be able to cross the Desolation without
trouble. He only sells to people he chooses, and it’s said that those who
buy his wares receive good luck.” True.

“That hermit in the bark tent don't ever come out in the daytime. He's
a vampire I tell ya’. He's come to kill Lucky Bjorc for stealing his bar.”
Completely false.

“My pappy warned me not tangle with Old Death in his hollow. His
breath brings stony death.” This is true, though it stems from local legend
rather than any firsthand knowledge. The speaker does not know who or
what Old Death is or where his hollow lies.

“Nobody ever goes to the old ruins of Tsar and lives to tell of it. They
say its walls are still guarded by the ancient defenders who kill anyone
who comes within a bowshot. How would I know if nobody who went ever
survived to come back and tell? Well, I hadn t really thought about that...”
This is largely true, though it is mainly just guesses.

“When the winds blow hard through the Chaos Rift it means a gate to
Hell has opened and that something very bad is about to come out.” This
is not true but does touch on some of the unique properties of the rift.

“An army lies asleep beneath the Desolation ready to awake and
complete the destruction of Tsar.” This is an exaggeration of the actual
situation at Area A4 of the Ashen Waste in the Desolation.

THE CAMP
DC 25:

“I'm not surprised Gurg is dead. I think Clantock was trying to do him
in. Gurg and his bunch were running Clantock and his mercenaries out
of business. I saw Clantock myself consorting with some winged devil
outside of town one day. When they were done talking that devil took off
and flew out into the Desolation. Clantock didn 't see me and it’s none of
my business. I just think it s strange, that's all. ” This is true. The devil was
actually a spitting gargoyle (see Area 14 of The Camp and Area C6 of The
Chaos Rift in The Desolation).

“The Usurer's in charge of the Camp because he was here first. No one
alive was around when he came here. He's a lot older than he looks.”
True, he’s a lich (see Area 7 of The Camp).

“There’s something alive at the crossroads. It only appears at the stroke
of midnight. It can grant you your every desire, but the price is steep.
Don't bargain with the thing that comes in the night at the crossroads
if you value your soul.” This is fairly close to the truth (see Area R1 for
details).

“Don 't camp at the crossroads out in the Desolation. There's still a lot of
restless spirits who haunt that road leading to the Black Gates, and they
don't take kindly to visitors.” False, though there are dangers other than
restless spirits to contend with.

“There’s something out there in the Desolation that hunts in the night. It
devours travelers and even comes to the Camp sometimes in its hunts. It
looks like a giant wolf, and seeing it means your death!” True, this refers
to the greater barghest at Area B3 of The Boiling Lands in The Desolation.

DC 30:
(If they roll this high, the characters are getting the really good stuft)

“Want to know why the rangers’ garden grows so good? The answer is
blood. I'm not kiddin’, and I don 't touch those tomaters they sell at the
Emporium.” This is chillingly true (see Area A5 of The Ashen Waste in
The Desolation for more information).

“The say what really caused the Desolation was the death of a god. I
don't know who it was, but if thats true the place is a whole lot worse
than just some zombies and monsters wandering around.” This is actually
largely true. More information is detailed in later adventures in this series.

“The last living Justicar of Muir died in the Battle of Tsar and is buried
out in the Desolation. Anyone who locates his tomb and helps him finish
an uncompleted task will gain a powerful boon from the gods.” True. See
Area C8 of The Ashen Waste in The Desolation.

“Theres a lich out there somewhere in the Desolation, and the Usurer
wants it dead. If anyone destroys the lich, the Usurer will surely reward
him greatly.” This is true. The Usurer is aware that there is another lich in
the Desolation and is uncomfortable with the presence of another being
of such power dwelling so close. Anyone who brings him the phylactery
of a lich (and he certainly knows how to recognize one) is rewarded
with 10,000 gp (actual gold!) and a Friendly attitude from him in future
dealings. (See Area D6 of The Dead Fields in The Desolation for more
information).

“There are many secrets of Tsar and the Desolation, but the key to all of
them lie with the bell of the old citadel, if you can find it.” This is largely
true and is explained in more detail in Slumbering Tsar, Part 3: Caverns
of the Barrier by Necromancer Games.
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CHAPTER 1: THE CAMP

Keyed Areas of The Camp

Following are the numbered locations found on the map of the Camp.
Each entry gives a description of the location as well as the NPCs to be
found there. It also includes the information that can be gleaned through
interaction with the NPCs at that location. Feel free to add additional
keyed areas with interesting NPCs to liven up the PCs visit.

1. The Common (CR 5)

This hard-packed dirt yard serves as the central focus of the
hamlet. Its main feature is a bent, old gallows, crudely constructed
and leaning with age. Dangling from this by a frayed rope is
a desiccated corpse, its broken neck askew and its leathery face
frozen into a rictus grin beneath empty eye sockets. Occasionally
crows alight to peck at it. Nailed to its breast is a sign bearing the
word “Cheater.”

Anyone going anywhere eventually passes through the Common, and
several of the Camp’s prominent buildings and businesses open directly
onto it. During the day there is usually some traffic as the inhabitants
go about their daily lives. Refer to The Camp Random Encounter Table
to determine who may be present. At night no one ventures onto the
Common as explained below.

Creature: The unfortunate upon the gallows committed the ultimate
sin in the Camp some time ago. A rogue out of Bard’s Gate, it was not
the cheating at dice that did him in, it was getting caught and not being
able to outfight those he was fleecing. Campies (as the locals are known)
respect brute power if nothing else. He was subsequently dragged out of
the tavern and lynched. None have come to take him down because of a
peculiarity that followed. His angry spirit refused to depart his corpse and
he became a form of undead known as a hanged man. During the day he
is inactive, content to dangle from his yardarm. At night he descends and
stalks the settlement, bent neck and dragging his frayed rope, looking for
anyone foolish enough to be out wandering around. However, he does
not enter dwellings, not even flimsy lean-tos, in his nightly prowls. His
daily acquiescence and nightly restrictions are largely enforced by the
will of the Usurer whom he fears above all else. No one comes out and
explains this situation to the PCs other than through the hints provided in
the Rumors section.

ADVANCED HANGED MAN
XP 1,600

Advanced HD hanged man (The Tome of Horrors Complete
362)

Medium undead

Init +5; Senses darkvision 60 ft.; Perception +12

CRS

AC 18, touch 11, flat-footed 17 (+1 Dex, +7 natural)
hp 49 (9d8+4)

Fort +7; Ref +6; Will +3

Immune undead traits

Speed 30 ft.

Melee 2 claws +11 (1d4+5)
Ranged rope +8 touch (entangle)
Special Attacks drag

Str 20, Dex 13, Con —, Int 9, Wis 11, Cha 13

Base Atk +6; CMB +11 (+16 drag); CMD 22

Feats Ability Focus (entangle), Improved Initiative, Lightning
Reflexes, Stealthy, Weapon Focus (rope)

Languages Common (cannot speak)

Drag (Ex) If the hanged man entangles a foe with his rope
attack, it drags its opponent 10 feet closer as a standard
action on each subsequent round that it succeeds on a
CMB check (including a +5 racial bonus) without provoking
attacks of opportunity. When an opponent is dragged
within 5 feet, the hanged man can aftack with both of its
claws in the same round. It gains a +4 attack bonus against
opponents entangled in its rope.

Entangle (Su) The hanged man’s noose is a 20-ft. length of
rope that entangles opponents of any size as an animate
rope spell (CL 15th, DC 21). A hanged man can lash its rope
outward 20 feet with no range penalty. The rope functions
only for the hanged man it belongs to and no other. It has
AC 22, hardness 10, hp 10, and DR 5/slashing. If the rope is
severed, both it and the hanged man are destroyed. The
save DC is Strength-based.

Skills Climb +14 (+24 with rope), Escape Artist +3, Perception
+12, Stealth +15

Tactics: When he hunts at night, the hanged man attempts drag victims
with his rope back to the gallows and string them from the crossbeam
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THE EDGE OF OBLIVION: INTRODUCTION

The Camp
Random Encounter Table

Anytime the player characters are out and about in the Camp
during the day or even inside at a public place (such as The
Celestial Emporium — Area 2 or The Sip of Blood Tavern — Area
6), roll on the table below to determine what Campies they may
encounter. Roll as often or as little as you like in order to move
the players through the adventure at the pace that best suits your
tastes. If you roll an individual who has been killed or is already
present, either reroll or treat it as no encounter. For generic
Campies, choose a race from those in “The Camp” sidebar above.

Roll 2d12  Encounter

2 Skeribar and Redtooth (Area 9)

3 1d6 merchants, Com3, from the Celestial
Emporium (Area 2)

4-5 Lucky Bjorc Balsam (Area 6)

6-9 1d6 Campies, Com2, going about their daily
business

10 Skeribar and 1d3 rangers (Area 9)

11 The Usurer (Area 7)

12 Father Death and 1 acolyte (Area 10)

13 Griswald (Area 15) tending to the body of a
recently deceased Campie

14 Jeblie or Jashanah Bender (Area 11)

15 1d4 rangers with war dogs (Area 9)

16 Finnelaus (Area 4)

17 Mama Grim and 1 goblin bear (Area 13)

18-19 Drunk Campie, Coml, sleeping off a binge

20 Clantock and 2d4 mercenaries (Area 14)

21 Simon the Hermit (Area 3)

22 Pickpocket, Rog4, plying his trade
(+11 Sleight of Hand)

23 1d4 mercenaries (Area 14)

24 1d2 barmaids (Area 6) on break

to slowly suffocate. Each round that the hanged man successfully drags
someone or manages to lift them off the ground at the gallows (requiring
two rounds with successful drags to throw the rope over the crosspiece
and haul the victim up), that individual is unable to breathe. See the
“Suffocation” section in Chapter 13 of the Pathfinder Roleplaying Game.
The creature remains inert during the daytime unless he is attacked or
someone attempts to take him down. He then clambers atop the crossbeam
and proceeds to attack as described above.

Old Wooden Gallows: 8 in. thick post, 10 ft. high; Hardness 5;
hp 80; Break (DC 25); Climb (DC 20, 15 if using the rope).

2. The Celestial Emporium
(CR varies)

This strange market consists of dozens of tarps and coverings
supported at random places and angles by crooked or poorly repaired
poles. This results in a haphazard tangle of poles at all angles and
awnings at all heights creating a shadowy maze punctuated by bright
shafts of sunlight streaming through gaps. Within the hot, musty
interior are simple tables and stalls set up to display wares.

This grandiosely named place is nothing more than the Camp’s pitiful
attempt at a marketplace for anyone in the Camp who fancies himself an

entrepreneur. Just enough trade and scavenging occurs within the Camp
to provide any items in the Pathfinder Roleplaying Game that fall within
the hamlet’s gold piece limit. However, any items purchased here are of
uniformly low quality and battered condition, not to mention dubious
means of acquisition. Prices are standard, though DC 25 Diplomacy or
Intimidate checks reduce the price to 75%. Of course, all transactions with
the merchants must be made in the settlement’s own iron bits. Anyone
without such coinage is directed to the Usurer at Area 7. Roll on the
Random Encounter Table to determine what townsfolk are present here
on any given day.

3. The Hermit (CR 6)

A simple wickiup of tree bark stands by itself here showing signs
of greater care and attention than found elsewhere in town.

Creature: This is the abode of a local figure known only as the Hermit.
He keeps to himself, emerging only for occasional supplies and exercise
routines at the edge of the Desolation east of the settlement. If approached,
he is cautious at first but quickly warms up to an obviously good or lawful
party. The interior of the wickiup holds only a simple fire pit, a reed
sleeping mat, a small cabinet holding food and homemade cooking and
eating utensils, and a battered old backpack holding his few possessions.

SIMON THE HERMIT

XP 2,400

Male half-elf monk 7

LG Medium humanoid (elf)

Init +4; Senses low-light vision; Perception +16

CR 6

AC 20, touch 20, flat-footed 20 (+1 class, +4 Dex, +1 dodge,
+4 Wis)

hp 56 (7d8+14 plus 7)

Fort +7; Ref +9; Will +9 (+13 enchantment)

Defensive Abilities evasion, purity of body, slow fall 30 ft., still
mind; Immune disease, sleep

Speed 50 ft.

Melee unarmed strike +7 (1d8+5) or flurry of blows +7/+7/+2
(1d8+5), or +1 flaming quarterstaff +6 (1dé6+3 plus 1dé fire)
and +] frost quarterstaff +6 (1d6+2 plus 1dé cold)

Special Attacks ki pool (7 points), stunning fist 7/day (stun or
fatigue, DC 17)

Str 15, Dex 19, Con 14, Int 12, Wis 18, Cha 11
Base Atk +5; CMB +7 (+9 trip); CMD 27 (29 vs. trip)
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Feats Acrobatic, Combat Reflexes, Deflect Arrows?, Dodge?,
Improved Trip8, Improved Unarmed Strike®, Skill Focus
(Acrobatics)®, Snatch Arrows, Stunning Fist®, Two-Weapon
Fighting

Skills Acrobatics +19 (+26 jump), Climb +12, Fly +6,
Perception +16, Sense Motive +14, Stealth +14

Languages Common, Elven, Terran

SQ elf blood, fast movement, high jump, wholeness of body
Gear +1 flaming/+1 frost quarterstaff, pouch with 47 iron bits

Personality: Simon is an outcast in every since of the word. Born
unwanted into a human family as a half-breed, he was given to a
monastery to be raised. Upon reaching maturity, he was turned out from
the monastery to fend for himself with few social skills or abilities to get
along in the wide world. Eventually wandering here, he obviously did
not fit in with the typical Campie. However, he did find a certain solace
here at the edge of the world, so to speak, so he decided to stay. He keeps
to himself having little interaction with the other villagers and has little
cause to raise their ire. He is mostly simply ignored. Finding kindred
spirits causes him to open up, and the party can gain his confidence with
relative ease.

Simon is intended to be a potential substitute for a player character lost
elsewhere in the adventure. He can be taken as is and given to the player,
or you can insert another character of your own devising into his place in
the adventure and adjust his history as necessary. Regardless, whoever
resides here is intended to be a potential ally to the party. In addition to
general rumors about the Camp he knows the following information and
can relate it to the party.

“Don't trust the mercenaries and guides you can hire in the Camp. [
think all of them harbor secrets and agendas that come before those they
have been hired to protect. Ironically, I think the giants were the most
trustworthy of the lot, though I fear we have probably seen the last of
them.” True. Simon has picked up these assumptions merely through quiet
observation of those around him. He is a remarkable judge of character.

“I've seen giant wolf tracks at the outskirts of the Camp. One night
there were screams. The next morning I found a shack at the edge of town
smashed and splattered with blood. The wolf tracks were there.” True.
These are traces of the greater barghest, Tlolox, when he hunts (see Area
B3 of The Boiling Lands in The Desolation).

4. Finn’s Livery (CR )

An adobe house in very poor repair fronts a fenced paddock. A few
broken down nags munch on the sparse grass within. A large barn of
faded planks stands next to the crumbling adobe with a sign painted
on its side in large pink letters stating that this is Finn’s Livery.

Creature: The owner’s actual name is Finnelaus, an atypical elven
drunkard. The sign’s paint was originally red but has faded in the sun
much to Finn’s embarrassment. However, he is too lazy to repaint the
lettering. He employs five of the locals (Com3, hp 9, Handle Animal
+7) part-time to help him break and train riding horse and draft animals.
During the day 1d4 of these hired hands are present. The horses are sold or
rented to caravans who are passing through the Desolation and need fresh
animals to increase their speed. He currently has only 2 heavy horses and
3 light horses available at standard Pathfinder Roleplaying Game prices.
Unfortunately all of these animals are in bad condition (Con 8) requiring
at least a week of rest and regular feeding in order to be back to their
normal condition. All of Finnelaus’s better stock was purchased by the
Bard’s Gate caravan that departed a few days ago. Based on the return
of Gurg, Finnelaus assumes that most of his stock will be returning soon.
Typically the denizens of the Desolation ignore the horses in favor of
the riders, and the animals eventually find their way home. Every day
1d2+1 heavy or light horses return to the livery to a maximum of 10 of
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each. However, all are slightly wounded and exhausted requiring at least
three days of rest before they are ready to be sold again. Stabling is also
available at regular prices, but feed and grooming are the responsibility
of the owners. Mounts left unpaid for over a week become the livery’s
property in the eyes of the barbarian proprietor.

FINNELAUS

XP 1,600

Male elf barbarian é

CN Medium humanoid (elf)

Init +5; Senses low-light vision; Perception +10

CR5

AC 16, touch 15, flat-footed 16 (+1 armor, +5 Dex)

hp 56 (6d12+6 plus 6)

Fort +6; Ref +7 (+9 fraps); Will +1 (+3 enchantment)
Defensive Abilities improved uncanny dodge, frap sense +2,
uncanny dodge; Immune sleep

Speed 40 ft.

Melee +2 shortspear +12/+7 (1dé+5) or club +9/+4 (1d6+3)
Ranged +2 shortspear +14 (1d6+5) or club +11 (1d6+3)
Special Attacks rage (14 rounds/day), rage powers (animal
fury, raging leaper, roused anger)

Str 16, Dex 20, Con 13, Int 11, Wis 9, Cha 14

Base Atk +6; CMB +9; CMD 24

Feats Power Atftack, Skill Focus (Survival), Weapon Focus
(shortspear)

Skills Handle Animal +11, Perception +10, Ride +14, Survival +11
Languages Common, Elven

$Q fast movement

Gear padded armor, +2 shortspear, club, pouch with 2 iron bits

Personality: As mentioned Finn as a rarity among the elves in that he
is hopelessly addicted to hard liquor. Driven from his wood elf tribe by
his habit and the bad temper associated with it, he eventually found his
way to the Camp. With little cash and plenty of time on his hands, he
began venturing to the edges of the Desolation to gather up the stray
horses of those lost to the Desolation’s hazards. His affinity with animals
enabled him to retrain the horses and make them suitable for sale. This
new trade brought him income and the ability to buy drink once again.
Prosperity leaves him enough cash to get drunk, which is the condition
he usually stays in until he has lost his shirt. With the recent influx of
cash from the Bard’s Gate delegation he has yet to sober up completely.
Unfortunately his animals tend to suffer while he is in this condition due
to neglect as is evidenced by their current condition. His hired hands only
do the minimum labor needed to keep the animals alive before heading
home to avoid his drunken rages. Finn deals with the party, but should be
considered Unfriendly and a Diplomacy or Intimidate check is necessary
to learn the information below. If provoked to hostility, Finn’s fighting
skills are unaffected by his inebriated state. He does not pursue beyond his
property, however. It will be a good two weeks before he fully dries out.

“Yep, all them ogres and Bard’s Gaters is surely dead. But the critters
out in the Desolation don 't eat horses so much. They prefer to eat what the
horses is carryin’. I expect my stock’ll start tricklin’ back in a day or two.”
He has a reasonable understanding of the motivation of the Desolation’s
denizens.

5. Abandoned Camp

The remains of campfires, midden pits and tent stakes show that this is
a regular campsite that was recently abandoned. An inordinate amount
of garbage and stinking wastes show that the inhabitants were giantkind.
This is the traditional location of the mercenary band known as The
Pounders. Led by the hill giant, Gurg, this band of 8 ogres, hired out
as mercenary guards and guides to protect caravans as they crossed the
Desolation. Their brawn and general demeanor ensured that they were
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the premier group providing these services and were slowly driving
Clantock’s Furious Fourteen out of business (see Area 14). However, after
The Pounders’ recent ill-fated expedition with the Bard’s Gate caravan, it
appears that the rival half-orc’s fortunes are about to improve. Searching
the campsite with a DC 15 Perception check reveals a total of 73 iron bits
scattered about.

6. The Sip of Blood
Tavern (CR varies)

This old structure appears to have been rebuilt several times. The
bottom third of the outside walls are of stacked fieldstones and
apparently remain from the original building. Above that the walls
and roof are a mud-splattered wattle and daub construction with
numerous chinks through which tiny plumes of smoke escape. The
placard above the door depicts a pointy-fanged fellow about to take
a drink of some dark, red liquid in a mug.

Originally built and run by a vampire, that creature was long ago staked
by adventurers passing through, and the tavern is now the demesne of the
Camp’s luckiest resident. Inside, the tavern consists of a large, L-shaped
common room with a small kitchen and living quarters in the northern
wing. A menu on the wall sells assorted drinks and meals of roast pigeon,
horsemeat, turtle soup, and coyote, along with whatever stale breads and
overripe vegetables remain from the last caravan to pass through. All are at
Pathfinder Roleplaying Game prices, but like everywhere else in town only
iron bits are accepted as payment. The Campies gather here to eat, drink,
and smoke their foul local pipeweeds prodigiously. A constant stuffy haze
fills the room from dawn until nightfall when the establishment closes.

Creatures: The proprietor of the place, Lucky Bjorc Balsam, runs the
bar with the help of six local wenches (Com1, hp 4) who cook, wait tables,
sometimes clean, and perform other services out back during their breaks.
When the doors are open there are always 2d6+5 locals here. Roll on The
Camp Random Encounter Table to determine who may be present. They
can all relate information off of the general list of Camp rumors. None of
Bjorc’s customers ever get too drunk to drag themselves home for fear of
passing out in the Common after dark.

LUCKY BJORC BALSAM
XP 2,400

Male maimed orc expert 10 (Pathfinder Roleplaying Game
Bestiary "Orc")

NG Medium humanoid (orc)

Init -3; Senses darkvision 0 ft.; Perception +13

CR &

AC 7, touch 7, flat-footed 7 (-3 Dex)
hp 85 (10d8+30 plus 10)

Fort +9; Ref +1; Will +7

Defensive Abilities ferocity
Weaknesses light sensitivity

Speed 5 ft.
Melee crutch +1 (1d4-2)

Str 7, Dex 4, Con 16, Int 10, Wis 9, Cha 15

Base Atk +7; CMB +5; CMD 10

Feats Catch Off-Guard, Endurance, Great Fortitude, Skill
Focus (Craft [brew]), Toughness

Skills Appraise +14, Craft (brew) +17, Diplomacy +16,
Knowledge (local) +14, Perception +13, Profession (favern
keeper) +13, Sense Mofive +13

Languages Common, Orc

Gear crutch, stone of good luck, money belt with 45 iron bits
and 3 bloodstones (65 gp each)
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Personality/Description: “Lucky” Bjorc is quite a specimen. Never
a looker to begin with, his head is now hairless on the left side with a
missing eye and ear and massive scarring there also. His right arm ends
in a stump above the elbow, and his left hand has only a thumb and two
fingers. His left leg ends in a ragged stump just below the knee, long
healed, but with exposed bone at the end. Fortunately, the former leg was
largely useless anyway having ended in a twisted club foot. Needless
to say, Bjorc has had a rough life including run-ins with dragons, elven
torturers, a troll’s cook pot, and for a short time the inside of a gelatinous
cube. Regardless, Bjorc may be the most cheerful orc alive—though his
missing tongue prevents him from verbally expressing his joy much. He
does have a complicated series of hand signs that his waitresses can use to
translate for him with customers. The rest of the Camp’s inhabitants hold
him in awe for all of his obviously narrow escapes from death and believe
he leads a charmed life. He is quite popular, and many Campies are even
jealous of him and his luck. Bjorc relates the rumors and information
below with a simple DC 5 Diplomacy check.

“He says, ‘Its best to stay inside after dark and not test the spirits. This
whole place was a battleground once, and the dead rise at night and take
anyone they find wandering around.’ That...oh, that was just a scratch.”
False in the Camp, though there are many such restless spirits out in the
Desolation.

“Hes saying that for 50 iron bits he’ll let you rub his lucky rock.” True,
though touching his stone of good luck provides no benefits.

“Ume...I think hes saying ‘Beware the Black Beast in the Pit.’ Either
that or ‘There’s blackened beef on the spit.” I'm not sure which, I haven't
worked here very long...” He is, of course, referring to Old Death at Area
C4 of The Chaos Rift in the Desolation. How he knows...who knows?

7. The Usurer (CR 17)

This simple plank building is nonetheless of the finest construction
in town (other than the well house—Area 8). A well-crafted stone
chimney rises at the southern end, which boasts a well-fitting door
facing the Common. The opposite end sports a pair of sliding double
doors that likewise face the Common. During the day, these doors
are open revealing a well-equipped blacksmith’s workshop within.
The other half of the building consists of the smith’s dwelling. A
sign above the double door depicts a gray coin and an anvil.

Creature: This is the business and residence of the Camp’s de facto
leader, the Usurer. This man is tall and lean with a great hooked nose
and a wide mouth full of seemingly too many teeth fitted tightly together.
A shock of pale hair covers his head and watery blue eyes look like two
mirrors revealing nothing of what goes on inside the head behind. During
the day this lanky man pounds away at his anvil or finishes metal goods,
pausing only to deal with customers or exchange money. He can create
any metal goods found in the Pathfinder Roleplaying Game, including
armor or weapons that are within the Camp’s gold piece limit. He can
make items of greater value, even masterwork quality if the materials
are provided to him. A little known secret is that he can also enchant
masterwork items and will do so for the proper fee—paid in iron bits of
course. He keeps a chest of 1,000 iron bits and 500 gp in his workshop
locked with an arcane lock (CL 11th). Inside his house another 10,000
iron bits are hidden in various hidey-holes (DC 25 Perception check to
locate 1d6x1,000 at a time). He manufactures the crude iron bits himself
from bars of pig iron.

The Usurer—his true name is unknown—changes money at a rate of
5 gp to 1 iron bit. He does not haggle, refusing the exchange to anyone
who becomes too belligerent, knowing they will soon be back if they
wish to purchase any goods or services in the Camp. Anyone wanting to
cash their iron bits back to gold, however, finds that he’ll only pay 2 gp
to 1 iron bit. Locals needing gold to purchase from travelers, however,
receive a straight 1 for 1 rate from the Usurer. In this way, the Usurer
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keeps the Camp’s stagnant economy alive from just the occasional trade
with desperate caravans and travelers passing through. He also makes
short term loans for collateral equaling 50% of the loan amount and 25%
interest compounded daily. Anyone wanting to take issue with the Usurer
or trying to intimidate or rob him is asking for trouble.

THE USURER
XP 102,400
Male human lich wizard 11/expert 5 (Pathfinder Roleplaying
Game Bestiary "Lich”)

NE Medium undead (augmented humanoid)

Init +3; Senses darkvision 60 ft.; Perception +23

Aura fear (60-ff. radius, DC 21)

CR17

AC 22, touch 13, flat-footed 19 (+4 armor, +3 Dex, +5
natural)

hp 138 (11dé+33 plus 5d8+15 plus 27)

Fort +9; Ref +7; Will +12

Defensive Abilities channel resistance +4, rejuvenation;
DR 15/bludgeoning and magic; Immune cold, electricity,
undead traifs

Speed 30 ft.

Melee mwk cold iron smith’s hammer +13/+8 (1d10+6),
touch +7 (1d8+8 plus paralyzing touch)

Special Attacks paralyzing fouch (DC 21)

Spells Prepared (CL 11th, ranged touch +11):
6th—quickened invisibility

Sth—cloudkill (DC 19), dominate person (DC 19), seeming (DC 19)
4th—enervation (DC 19), greater invisibility, lesser globe of
invulnerability, stoneskin

3rd—explosive runes (DC 18), fly, greater magic weapon,
haste, vampiric touch (melee touch +12)

2nd—cat’s grace, hypnotic pattern (DC 17), acid arrow,
stiled magic missile, summon swarm

1st—identify (x2), magic missile (x2), protection from good, shield
0 (at willl—acid splash, dancing lights, detect magic, read magic

Str 18, Dex 16, Con —, Int 20, Wis 12, Cha 16

Base Atk +8; CMB +12; CMD 25

Feats Combat Casting, Craff Magic Arms and Armor, Craft
Wand?, Craft Wondrous Itemg, Exotic Weapon Proficiency
(smith’s hammer), Great Fortitude, Improved Counterspell,
Quicken Spell, Scribe Scroll®, Skill Focus (Craft [weapons]),
Still Spell, Toughness

Skills Bluff +17, Craft (alchemy) +19, Craft (armor) +19, Craft
(weapons) +19, Diplomacy +17, Intimidate +17, Knowledge
(arcana) +19, Knowledge (history) +19, Knowledge (local)
+19, Perception +23, Profession (blacksmith) +14, Sense
Motive +23, Spellcraft +19, Stealth +19

Languages Abyssal, Common, Draconic, Ignan, Infernal,
Undercommon

SQ arcane bond (ring of major spell storing)

Gear bracers of armor +4, masterwork cold iron smith’s
hammer (as greatclub), crystal ball, ring of major spell
storing (CL 11: teleport x2), spell component pouch, belt
pouch with 11 pearls (100 gp each) 50 iron bits, spellbook

Spellbook All arcane spells in Chapter 11 of the Pathfinder
Roleplaying Game 0-4th level, prepared spells, plus: 5th—
baleful polymorph, blight, break enchantment, dismissal,
false vision, permanency, teleport; éth-analyze dweomer,
chain lightning, circle of death, disintegrate, greater dispel
magic, legend lore.

Personality: The Usurer is perhaps the most interesting character
in the camp since he is actually a 700-year-old wizard, now a lich. He
uses a seeming to maintain his mortal appearance and suppress his fear
aura, though the inside of his shop and home always seem chill due to
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his dreadful presence. He came to the Camp for reasons of his own a
generation ago and rebuilt it into its current incarnation. As cover for
his actions he took up smithing as a trade and found the work strangely
satisfying to his undead psyche. He has actually become quite skilled at it.
After dark, out of deference to his mortal neighbors, he ceases his banging
at the anvil. He then sits silently in the darkness of his residence until
dawn when he resumes his labor. He provides only general rumors of the
Camp since he does not wish to reveal too much or provoke visitors into
staying for long.

Treasure: The Usurer keeps a great hoard of wealth hidden in a
cavernous cyst in the ground 100 feet below his house. It is here that he
stores the vast majority of the gold he uses in his exchanges. Total wealth
in this cavern equals 100,000 gp in coins, gems and magic items. His
phylactery is hidden among this hoard (DC 50 Perception to locate) and
resembles a small sphere of iron bands (much like iron bands of binding).
Unfortunately the cavern is completely sealed, requiring a well-aimed
teleport to reach it, and it is airless, which poses no problem at all for the
undead wizard.

8. Well House

This building is unlike any other in town. Of tightly fitted
mortared stone, it is obviously ancient but has weathered the years
well. It consists of an octagonal building with a conical roof, also
of stone. A stout wooden door—not the original—opens towards
the Common.

This edifice is a relic of the long ago war. When the Army of Light
first arrived on the field that would later become the Desolation, they dug
many wells in order to adequately water their huge force. As the battle
dragged on and greater and greater escalations of violence and mayhem
occurred, the disciples of Orcus poisoned many of their water sources.
To protect these precious resources, stout fortifications were built around
them and strong garrisons were stationed to protect them. This well house
survives from that time. Its location and ease in defending has dictated this
as the continued location of the Camp for generations. The well itself is
150 feet deep with 30 feet of water. A crank pulls a long chain bringing the
steel well bucket to the surface. Anyone is free to use the well as long as
they close the door against wild animals. Anyone purposely vandalizing
the well or ruining the drinking water draws the deadly ire of the entire
population of the Camp.

9. Skeribar’s Ranger
Guides (CR varies)

A collection of crumbling adobe buildings, lean-tos, and tents
surround a patch of surprisingly healthy and bountiful garden. The
mud-brick adobes are of obviously ancient construction and have
many gaps in their walls and roofs covered by stretched animal
hides and blankets.

These are actually the last remnant of the garrison structures that were
built here to guard the well house (Area 8) during the Battle of Tsar. Of
poorer construction, they have not weathered the years as well as the well
house but remain habitable, if not comfortably so.

Creatures: This is the camp of Skeribar the ranger and his group
of guides. There are always 2 trained war dogs napping in the shade
here that raise their hackles at the approach of strangers, alerting those
present. There is also another war dog for each ranger present. These
guides hire themselves out to anyone wishing to cross the Desolation or
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even explore its inner reaches. They will take anyone as far as the far
edges of the Desolation or even up to (but not within) the tar pits that
ring the walls of Tsar itself. Since they provide only guide services, not
protection, they are not in direct competition with Gurg’s or Clantock’s
companies. Skeribar has 7 ranger guides working for him. At any
given time 1d4+1 of them are in the Camp, and Skeribar is present 70%
of the time. They charge 50 iron bits per day for the services of one
guide. Partial days count as full, and an estimated payment is required
in advance to be settled up upon the guide’s return. More than one guide
can be hired at a time. A war dog accompanies each ranger at all times.
Skeribar is accompanied by his wolf animal companion. They also sell
vegetables to the emporium from the abundance of their garden plot to
support themselves during slow times.

WAR DOGS (1d4+3, 9 total)
XP 200

hp 13 each (Pathfinder Roleplaying Game Bestiary "Dog,
Riding”)

CR1/2

RANGER GUIDES (1d4+1, 7 total)
XP 1,200

Male or female human ranger 5
N Medium Humanoid (human)
Init +7; Perception +9

CR4

AC 16, touch 14, flat-footed 13 (+2 armor, +1 deflection, +3
Dex)

hp 52 (5d10+15 plus 5)

Fort +8; Ref +10; Will +3

Speed 30 ft.

Melee +1 longsword +8 (1d8+3/19-20)

Ranged mwk shortbow +7/+7 (1d6/x3)

Special Attacks favored enemy (humanoid [human] +4,
outsider [chaotic] +2)

Spells Prepared (CL 2nd):

Ist—endure elements, longstrider

Str 14, Dex 17, Con 17, Int 10, Wis 12, Cha 10

Base Atk +5; CMB +7; CMD 21

Feats Combat Reflexes, Endurance®, Improved Initiative,
Lightning Reflexes, Rapid Shot?, Self-Sufficient®

Skills Climb +10, Handle Animal +8, Heal +11, Knowledge
(nature) +8, Perception +9, Stealth +11, Survival +11 (+13
fracking)

Languages Common

SQ combat style (archery), favored terrain (desert +2),
hunter’'s bond (companions), wild empathy +5

Gear masterwork leather armor, ring of protfection +1, cloak
of resistance +1, +1 longsword, masterwork shortbow, 20
arrows, belt pouch with 1d12 iron bits

SKERIBAR

XP 6,400

Male human ranger 10

N Medium humanoid (human)
Init +4; Perception +19

CR?9

AC 19, touch 14, flat-footed 15 (+5 armor, +4 Dex)
hp 8% (10d10+10 plus 20)

Fort +8; Ref +11; Will +5

Defensive Abilities evasion

Speed 30 ft.

Melee +1 ghost touch longsword +14/+9 (1d8+5/19-20),

mwk short sword +13/+8 (1dé+2/19-20)

Ranged mwk composite longbow (+3 Str bonus) +15/+10
(1d8+3/x3)

Special Attacks favored enemy (humanoid [human] +6,
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outsider [chaotfic] +4, undead +2)

Spells Prepared (CL 7th):

2nd—barkskin, bear’s endurance

Ist—animal messenger, magic fang, summon nature’s ally |

Str 18, Dex 19, Con 13, Int 14, Wis 15, Cha 7

Base Atk +10; CMB +14; CMD 28

Feats Alertness, Diehard, Endurance®, Improved Two-
Weapon Fighting®, Quick Draw, Toughness, Two-Weapon
Fighting®, Two-Weapon Rend®, Weapon Focus (longsword)?®
Skills Bluff +8, Climb +22, Handle Animal +11, Heal +15,
Knowledge (geography) +15, Knowledge (nature) +15,
Perception +19, Profession (farmer) +15, Sense Moftive +4,
Stealth +22, Survival +15 (+20 tracking)

Languages Common, Gianft, Terran; link with animal
companion

SQ combat style (two-weapon combat), favored terrain
(desert +4, forest +2), hunter’s bond (Redtooth—wolf animal
companion), swift fracker, wild empathy +8, woodland
stride

Combat Gear potion of plant growth, 3 potions of cure
moderate wounds; Other Gear +2 studded leather armor, +1
ghost touch longsword, masterwork short sword, masterwork
composite longbow (+3 Str bonus), cloak of elvenkind, ring
of climbing

REDTOOTH
XP —
Male wolf animal companion (Pathfinder Roleplaying Game
Bestiary "Wolf")

N Medium animal

Init +4; Senses low-light vision, scent; Perception +8

CR—

AC 21, touch 15, flat-footed 18 (+2 deflection, +2 Dex, +1
dodge, +6 natural)

hp 45 (6d8+18)

Fort +8; Ref +9; Will +3 (+7 enchantment)

Defensive Abilities devotion, evasion

Speed 50 ft.
Melee bite +8 (1dé+3 plus trip)

Str 16, Dex 19, Con 17, Int 2, Wis 12, Cha 6

Base Atk +4; CMB +7; CMD 24 (28 vs. trip)

Feats Dodge, Skill Focus (Perception), Weapon Focus (bite)
Skills Perception +9, Stealth +9, Survival +3 (+7 scent fracking)
Languages link with master

SQ share spells, fricks (defend, guard, track)

Gear earring of protection +2 (as ring)

Personality: Skeribar and his rangers are more than simple guides-for-
hire. They are actually clandestine members of The Reclaimers in Area
AS of The Ashen Wastes. As such they always try to steer those who hire
them into eventually visiting The Reclaimers’ lair out in the Desolation.
They do this through the hints and rumor they provide as detailed below.
An opposed Sense Motive check to their Bluff check reveals that they
have some agenda but not what it might be. They pass off party suspicions
of their activities as being due to their single-minded dedication to
scouring the dangers of the Desolation and making sure Nature recovers
there (which is actually true). The information they can give the party is
as follows:

“The worst of the Desolation's horrors are in the Boiling Lands where
Nature has been warped and twisted beyond recognition. We go there
the least because of the great dangers involved. However, we have made
some progress in the Ashen Waste and have cleared out many of the most
dangerous encounters. It has the most potential for successful adventuring
and could probably be cleared of dangers with a concerted effort.” Some
truth to this, though it is mostly self-serving.
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“Most of the fighting occurred in the Dead Fields, so there are
a large number of undead and a minimum of treasures. The great
encampments of soldiers were in what is now the Ashen Waste. That
is where we have discovered many valuable treasures in the past.
The soldiers went off to die and left their valuables behind in their
camps where they still lie unclaimed.” Once again, some truth, but it
is mainly self-serving.

“We have established safe havens in the Ashen Waste. If you see a grove
of healthy trees growing in the wastelands, it is a sign that our sanctuary
is near and can provide respite.” Mostly true, but leaves out a lot of
important details.

10. Chapel of the
Dying Light (CR 7)

Two round mud-brick towers connected at the base and roofed by
stretched tarps form this building. The mud walls have been stained
a charcoal gray, and a large skull and scythe above a setting sun
have been painted on the door in red.

This is a church of Nergal, an ancient and now largely obscure god
of death, and also happens to be the only religious establishment in
the Camp. As such the Campies are none too comforted by its grim
presence but tolerate it nonetheless. The interior of this church is one
large dark room with ceilings rising 40 feet into the darkness above
where heavy thatching below the tarps ensures that no light can
creep in. Crude wooden benches face an altar to the death god, and
the only illumination is provided by red tapers that burn in black iron
sconces mounted to the walls. Running along the walls are prayers and
obeisances scribed in Infernal with red paint.

Creatures: The chapel is administered by the cabalistic Father
Death assisted by 2 acolytes. These parishioners provide curative
magic, last rites and other clerical services for the Camp. They charge
double the standard price for spells and scrolls (See the “Spellcasting
and Services” section in Chapter 6 and the “Magic Items” section in
Chapter 15 of the Pathfinder Roleplaying Game). A secret door below
the altar (DC 25 Perception check to locate) leads to a sub-cellar where
they reside.

FATHER DEATH
XP 3,200
Male hobgobilin cleric of Nergal 8 (Pathfinder Roleplaying
Game Bestiary *Hobgoblin™)

NE Medium humanoid (goblinoid)

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

Aura evil

CR7

AC 19, touch 16, flat-footed 13 (+3 armor, +2 deflection,
+4 Dex)

hp 55 (8d8+8 plus 8)

Fort +7; Ref +6; Will +12

Speed 30 ft.

Melee +1 wounding scythe +9/+4 (2d4+4/x4 plus 1 bleed)
Ranged sling +10 (1d4+2)

Special Attacks channel negative energy 5/day (DC 16,
4dé), spontaneous casting (inflict spells)

Domain Spell-Like Abilities (CL 8th)

8 rounds/day—master’s illusion

7/day—bleeding fouch, copycat

Spells Prepared (CL 8th):

4th—confusion (DC 18)P, cure critical wounds, repel vermin
(DC 18), unholy channel*

3rd—animate deadP, bestow curse (DC 17), cure serious
wounds, magic vestment, speak with dead (DC 17)
2nd—bear’s endurance, death knell (DC 16)°, lesser
restoration, sound burst (DC 16), spiritual weapon (+10/+5
attack, 1d8+2 damage)

Ist—bane (DC 15), cause fear (DC 15)°, command (DC 15),
cure light wounds (x2), sanctuary (DC 15)

0 (at wil)—create water, purify food and drink, read magic,
stabilize

D domain spell; Domains Death, Trickery

Str 15, Dex 18, Con 13, Int 12, Wis 18, Cha 15

Base Atk +6; CMB +8; CMD 24

Feats Alignment Channel (chaos), Iron Will, Scribe Scroll,
Spell Penetration

Skills Diplomacy +13, Heal +14, Knowledge (religion) +9,
Stealth +8, Spellcraft +10

Languages Common, Goblin, Infernal

SQ death’s embrace

Combat Gear 2 divine scrolls (CL: cure moderate
wounds), divine scroll (CL: cure critical wounds), divine
scroll (CL: neutralize), divine scroll (CL: bull's strength),
divine scroll (CL 8: glyph of warding), divine scroll (CL 8:
condemned* dead man'’s eyes*, grim feast*); Other Gear
black and rust-red robes, masterwork studded leather
armor, ring of protection +2, +1 wounding scythe, sling,
pouch with 10 bolts, holy symbol, healer’s kit, pouch with
158 iron bits.

*See sidebox

ACOLYTES (2)

XP 600

Male and female human cleric of Nergal 3
NE Medium humanoid (human)

Init +1; Perception +3

Aura evil

CR2

AC 11, touch 11, flat-footed 10 (+1 Dex)
hp 23 (3d8+6)
Fort +5; Ref +2; Will +6

Speed 30 ft.

Melee mwk silver sickle +4 (1d6-1)

Special Attacks channel negative energy 4/day (DC 12,
2dé), spontaneous casting (inflict spells)

Domain Spell-like Abilities (CL 3rd):

6/day— bleeding touch, copycat

Spells Prepared (CL 3rd):

2nd—death knell (DC 17), invisibility®, spiritual weapon (+5
attack, 1d8+1 damage)

Ist—cause fear (DC 16)°, cure light wounds, deathwatch,
doom (DC 1¢)

0 (at wil)—create water, detect poison, purify food and
drink, virtue

D domain spell; Domains Death, Trickery

Str 10, Dex 12, Con 15, Int 10, Wis 17, Cha 13

Base Atk +2; CMB +2; CMD 13

Feats Scribe Scroll, Spell Focus (hnecromancy), Weapon
Focus (sickle)®

Skills Craft (alchemy) +6, Heal +9, Knowledge (religion) +6,
Spellcraft +6

Languages Common

Combat Gear divine scroll (CL: cure moderate
wounds), potion of bull’'s strength; Other Gear black
robes, masterwork silver sickle, holy symbol, pouch with
3dé iron bits
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New Spells

These spells in Father Death’s repertoire originally appeared in
Relics & Rituals by Sword & Sorcery Studios. They included here
for your convenience.

CONDEMNED

creature’s final moment and it was a violent death, you immediately
suffer 2d6 points of nonlethal damage from the empathic resonance
of the death

GRIM FEAST

School necromancy; Level cleric 4

Casting Time 1 round

Components V, S, M (powdered skull, graveyard mold,
and a dead man'’s blood)

Range touch

Target one living creature

Duration permanent

Saving Throw Fortitude negates; Spell Resistance yes

A victim struck by this touch attack that fails its save cannot benefit
from the healing effects of positive energy (cure spells, channel
positive energy, etc.) until the condition is removed by a dispel magic
or remove curse. Natural healing still works normally. It does not,
however, prevent the damaging effects of such spells and abilities to
undead creatures.

DEAD MAN’S EYES

School divination; Level bard 2, cleric 2, sorcerer/wizard 2
Casting Time 1 standard action

Components V, S, M (a 50 gp gem placed over each
eye of the corpse)

Range touch

Target one dead creature

Duration 1 round/level (D)

Saving Throw none; Spell Resistance no

By peering into a dead creature’s eyes, you may see 1 minute/
level preceding the corpse’s death as seen by the dead creature (for
example, if the creature died in its sleep there is likely little to see).
You see these events in compressed time, 1 round for every minute of
the corpse’s past. A successful DC 15 concentration check gives near-
perfect recall of the events; failure indicates fuzzy recall and partial
details. A roll of a natural 1 indicates a mangled, inaccurate version
of events.

You may dismiss the spell at any point, but if you witness the

School necromancy [evil]; Level cleric 1
Casting Time 1 standard action
Components V, S, DF

Range medium (100 ft. + 10 ft./level)
Target up to one fresh corpse/level
Duration instantaneous

Saving Throw none; Spell Resistance no

You can cure yourself of 1d4 lost hit points per affected corpse
by casting this spell on the bodies of size Small or larger, formerly
living, creatures that died within the last hour. Dead bodies used in
this way shrivel up and become unusable for anything else, including
animation.

UNHOLY CHANNEL

School necromancy [evil]; Level cleric 4

Casting Time 1 round

Components V, S, DF

Range touch

Target one undead creature

Duration 1 hour/level (D)

Saving Throw Will negates (harmless); Spell Resistance yes

With this spell you may establish a link with an undead creature
that you command. Through this link you may cast any single-target
inflict spells to heal the undead creature as long as it is within long
range (400 ft. + 40 ft./level). If you are also undead, any cure spell
cast upon you has a 50% chance to harm either you or the undead
recipient of your unholy channel, regardless of who was the original
target of the spell. If the cure spell requires a Will or Reflex save,
then the targeted creature must make the saving throw to determine
the effects of the spell. If the spell allows a Fortitude save, then the
creature affected must make the saving throw.

You can only have one unholy channel in effect at any given time.
An unholy channel cannot be established with a living creature.

Personality: This grim hobgoblin paints his face bone white and wears
only black hooded robes, yet has a surprisingly dry sense of humor. He
came to this place and set up a shrine at the dictates of his deity. The vast
sweep of death comprising the Desolation required some sort of homage
to the Lord of the Dead. Despite his vocation, he’s a very likable fellow.
He’s in no hurry to send others on to meet his god, because he is extremely
patient. Here on the edge of the Desolation he assumes that everyone in the
Camp is as good as dead, and he is content to let them all meet their ends as
fate has decreed. He and his acolytes do perform strange nighttime rites, but
they do not include sacrifices as rumored by other Campies. Father Death
or his acolytes can impart the following information to the party:

“The Desolation is beautiful. It provides death in more ways than you
can imagine: sudden death, slow, lingering death, death by sword and

tooth, death by poison, the wracking death of disease, or the extended
painful death from thirst. Think about it...what ways must exist to meet
death out there that haven t even been discovered yet?” Very true.

“Certain death lies before the walls of the ruined city. You must first face
the smaller deaths available throughout the Desolation to prepare yourself

for the confrontation with death incarnate. Otherwise you will surely be

slain most horribly. Isn't it wonderful?” True, he refers to Malerix at Area
R4 of The Crossroads and Tsar.

“Death is as much a part of Nature as is life. Sometimes death is
necessary to create life. Some are more vehement in this pursuit than
others.” This is a veiled hint as to the activity of the Reclaimers at Area
A5 in The Ashen Waste, which he has managed to piece together.

23



CHAPTER 1: THE CAMP

11. Bender Bros. (CR varies)

This rambling plank structure appears to be comprised of the
dismantled remains of dozens of freight wagons and other assorted
scrap lumber. Stenciling above the door names it as “Bender Bros.”

This structure was constructed of abandoned wagons that have broken
down in the Camp or have been left behind by merchants who never
made it out of the Desolation. This is the sole establishment in town with
rooms to let for travelers who don’t wish to camp outside at the mercy of
the denizens of the night. Within are a series of rooms with low, 6-foot,
ceilings and wooden floors. Despite its ramshackle appearance it is fairly
sound and one of the nicer buildings in town, complete with shuttered
windows. It is a bit cramped for Medium characters but otherwise serves
as fair accommodations.

Creatures: The boarding house is run by twin gnome brothers known
as the Bender Brothers, since no one can tell them apart or remember
their first names. Bender is short for Benderkaupft since most Campies
don’t bother to try and pronounce the entire surname. They charge 5 iron
bits per night for a single room only large enough to accommodate one
Medium character, and then none too comfortably. However, the rooms
all have locks on the doors, and no one tries to rob guests of the Bender
Brothers. For an additional iron bit they throw in an evening meal in the
common dining room, though they often provide the first night’s meal free
to new guests in order to gain their business.

JEBLIE and JASHANAH BENDER
XP 4,800
hp 71 each (See Chapter 2, Event 2)

CR8

Personality: These rough-looking gnomes wear the same black leather
armor and bear the same scraggly black beards beneath their bulbous
noses. They have perpetual sneers yet behave very cordially towards their
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guests. They run their boarding house well, keeping it moderately clean,
and Jashanah is an excellent cook. However, hostelry isn’t their primary
occupation. What they really enjoy doing is murdering guests and robbing
their corpses. They keep a stash of treasure beneath the floorboards of the
boarding house accumulated from such endeavors. Characters staying at
the boarding house are subjected to just such an attack as described in
Event 2 in Chapter 2. They make small talk with their guests but only
relate rumors from the general table for the Camp above.

12. Bard’s Gate Embassy (CR 4)

This is a sod house complete with thatched roof and fieldstone
chimney. Deeply recessed windows are blocked by heavy wooden
shutters. There are signs of recent repair to this structure.

Creature: This is the residence of Bard’s Gate’s new diplomatic
envoy to the Camp. Sammar arrived a few weeks ago with the Bard’s
Gate caravan intent on reaching the exotic northern lands beyond the
Desolation in order to set up an established trade route. This old house was
refurbished, and Sammar was left behind as liaison and coordinator for the
trade route. When the caravan left with Gurg and his ogre band everything
seemed fine. Ever since the return of the deranged and wounded Gurg (see
Event 1 in Chapter 2), Sammar has become highly worried over the fate
of his comrades.

SAMMAR

XP 1,200

Male human bard 4/aristocrat 1
NG Medium humanoid (human)
Init +1; Perception +9

CR4

AC 14, touch 13, flat-footed 13 (+2 deflection, +1 Dex, +1
natural)

hp 26 (4d8 plus 1d8)

Fort +2; Ref +6; Will +8; +4 vs. bardic performance, language-
dependent, and sonic

Speed 30 ft.

Melee mwk rapier +5 (1dé/18-20)

Ranged mwk hand crossbow +5 (1d4/19-20)

Special Attacks bardic performance 13 rounds/day
(countersong, distraction, fascinate [DC 15], inspire
competence +2, inspire courage +1)

Spells Known (CL 4th):

2nd (2/day)—detect thoughts (DC 15), fongues

st (4/day)—alarm, charm person (DC 14), undetectable
alignment, sleep (DC 14)

0 (at will)—daze (DC 13), know direction, light, message,
read magic, resistance
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trade route is established he will regain favor and be set for life. However,
he finds the living conditions of the Camp very distressing (he is terrified
of the hanged man and won’t go outside anywhere close to dusk), and
things have only become worse since his trade caravan disappeared. He
eventually approaches the party for their assistance in locating the missing
caravan as described in Event 4 in Chapter 2. Being a relative newcomer,
he cannot relate any but the most basic of information provided in the
general rumors table.

13. The Apothecary (CR 9)

An old, artificial mound rises 20 feet into the air here. Its sides are
badly eroded from weathering, and a gaping hole opens in one flank
beneath a heavy stone lintel. It has the look of an old tomb about
it other than the garland of wildflowers and herbs hung around the
door frame.

Creatures: This is, in fact, an old barrow left over from the time of the
Battle of Tsar. Whoever was buried in it has long since been forgotten, its
contents removed. Its dark, cavelike interior now serves as the abode of the
Camp’s local apothecary, Mama Grim, a swamp hag with baggy greenish-
brown skin and sickly, jaundiced-looking eyes. Her hair is a massive tangle
of greasy black locks into which she has tangled bits of feather, bone, and
assorted detritus. She is accompanied at all times by at least one of her 2
goblin bear pets, giant creature resembling massive wolverines with toothy
snouts, long, sharp claws, and reddish-brown pelts. They are trained to fight
to the death to defend Mama Grim and her barrow.

Mama Grim brews potions for all of the spells she can cast of 3rd level
and lower. She sells these at the standard prices listed in the “Magic Items”
section of Chapter 15 in the Pathfinder Roleplaying Game but only accepts
iron bits in payment. Her home is a clutter of worktables, benches, drying
racks, patches of growing mushrooms, and distilleries with the occasional
end of a bone protruding through the dirt walls. One side is occupied by the
fur-covered debris that serves as a lair for her 2 pets. The entire place has a
heavy, swampy stench to it. Griswald the undertaker would very much like
to have this location as his abode. He rightly assumes there are many corpses
still interred in the walls. He has not yet figured out a way to remove the
apothecary, though, in light of her own prowess and that of her goblin bears.

MAMA GRIM

XP 1,600

Female swamp hag (Creature Collection 100)
LE Large monstrous humanoid

Init +3; Senses darkvision 60 ft.; Perception +12

CR5

AC 17, touch 12, flat-footed 14 (+3 Dex, +5 natural, -1 size)
hp 66 (7d10+28)

Fort +6; Ref +8; Will +9

Immune disease, poison

Str 11, Dex 13, Con 10, Int 14, Wis 12, Cha 16

Base Atk +3; CMB +3; CMD 16

Feats Exotic Weapon Proficiency (hand crossbow),
Persuasive®, Quick Draw, Weapon Finesse

Skills Bluff +11, Diplomacy +13, Infimidate +13, Knowledge
(local) +12, Knowledge (nobility) +11, Perception +9, Perform
(oratory) +11, Profession (diplomat) +9, Sense Motive +9
Languages Common, Dwarven, Elven

$Q bardic knowledge +2, versatile performance (oratory),
well-versed

Gear amulet of natural armor +1, ring of protection +2,
masterwork rapier, masterwork hand crossbow, 20 crossbow
bolts, cloak of resistance +1

Personality: Sammar is an experienced career diplomat. Unfortunately
he fell out of favor with the government of that city and was assigned to
this post as punishment. He is ambitious enough to see that if a lucrative

Speed 40 ft., swim 40 ft.

Melee bite +9 (1d8+3), 2 claws +9 (1d6+3)

Space 10 ft.; Reach 10 ft.

Spells Prepared (CL 7th):

4th—giant vermin

3rd—dominate animal (DC 15), spike growth (DC 15)
2nd—~barkskin, summon nature’s ally I, summon swarm,
warp wood (DC 14)

Ist—calm animals (DC 13), charm animal (DC 13), entangle
(DC 13), magic fang, speak with animals

0 (at will—create water, detect poison, know direction, stabilize

Str 17, Dex 16, Con 19, Int 17, Wis 15, Cha 11

Base Atk +7; CMB +11; CMD 24

Feats Brew Potion, Iron Will, Skill Focus (Craft [alchemy]), Skill
Focus (Survival)

Skills Craft (alchemy) +16, Handle Animal +7, Intimidate +10,
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Knowledge (nature) +13, Perception +12, Stealth +14 (+24 in
swamps), Survival +15, Swim +11

Languages Aklo, Common, Giant, Gnoll

$Q camouflage

Combat Gear potion of neutralize poison, potion of pass
without frace, potion of hide from animals, 3 pofions of endure
elements, potion of barkskin +2, potion of bull’s strength; Other
Gear homespun robe, teeth and bone necklace

Camouflage (Ex) The skin of a swamp hag can change
color to blend in perfectly with her surroundings. When in
swampy terrain, they gain a +15 racial bonus to Stealth
checks; the bonus is +5 in all other terrain.

Spells (Sp) Swamp hags cast spells as a 7th-level druid but
do not gain the other abilities of a druid.

GOBLIN BEARS (2)

XP 2,400

Creature Collection Revised 82

N Large animal

Init +4; Senses low-light vision, scent; Perception +2

CR 6

AC 22, touch 9, flat-footed 22 (+13 natural, -1 size)

hp 95 (10d8+50)

Fort +12; Ref +7; Will +3

Immune fear, mind-affecting attacks, nonlethal damage

Speed 60 ft.

Melee bite +11 (1d10+5), 2 claws +11 (2dé+5)

Space 10 ft.; Reach 10 ft.

Special Attacks neck-breaking shake, shoulder spines

Str 21, Dex 10, Con 20, Int 2, Wis 10, Cha 5
Base Atk +7; CMB +13; CMD 23

Feats Alertness, Improved Initiative®
Skills Perception +2, Sense Motive +2

Neck-breaking Shake (Ex) If a goblin bear succeeds in making
a critical hit on its bite aftack, it gets a good enough hold with
its teeth to shake its victim violently from side to side, intending
to break the victim's neck or spine. This deals 2d10+5 points of
damage in addition to the normal damage from the critical
hit. The victim is released immediately thereafter. Freedom of
movement provides immunity against this ability.

Shoulder Spines (Ex) Goblin bears have twin ruffs of barbed
spines running from the points of their shoulders all the way fo
their hips. Whenever an opponent hits a goblin bear with a
melee attack from an adjacent square, the gobbling bear may
make an affack of opportunity as a free action with these spines
with a +11 attack bonus and dealing 1dé+2 points of damage
on a successful hit. This is an autonomic response, so the goblin
bear can make as many of these attacks as called for per
round without affecting its normal attack of opportunity limit.

Personality: Mama Grim, as she is known by the townsfolk, has lived in
the Camp for several years providing them with potions and salves. She
is seen as a benevolent, if strange, giant standing at nearly nine feet tall.
She has come to like the Camp well enough but still burns with anger at
her cousins (a storm hag and a moon hag) who kicked her out their covey
and home in the ruins of Tsar (Slumbering Tsar: Temple-City of Orcus
for more details). Anyone bringing proof that they have slain these hags
receives a reward of 10 potions of their choice provided she can make
them. She can provide the information below.

“Oh yes, Dearie, the Desolation is dangerous, but it’s just the doorstep.
Beyond the threshold lies the truly dangerous. The ruined city is far from
abandoned, and those that abandoned it are far from forgetting it. You be
careful out there, Dearies. Such pretty young morsels like you would make a
fine meal for those that guard secrets not meant to ever see the light of day.”
Her condescending speech is true and alludes to things to be discovered in

THE CAMP

the later adventures in this series; Slumbering Tsar: Temple-City of Orcus.

“My cousins still call the ruined city home. They threw me out, they did.
It’s jealous of my beauty they were. By a blue well in the shadow of a green
wall they still dwell. We misses them, Dearies. Bring me their heads and
rewards will be yours.” This is all true and refers to Mama Grim’s history
mentioned above. She refuses to give them any further information about
the city or its inhabitants (quite frankly, she has forgotten a lot of it).

14. Clantock’s Furious
Fourteen (CR 11)

This is a collection of hide tents clustered together around a
rudimentary parade ground.

Creatures: These serve as the quarters for the mercenary company led
by the half-orc Clantock. His mercenary company is known as the Furious
Fourteen even though it consists of only himself and 12 mercenaries.
Whether this discrepancy is due to Clantock’s inability to count or if there
were once more surviving members of the company no one knows. No one
has bothered to disabuse the half-orc of his misnomer. These were once
the premier mercenaries in town (after the loss of Granville’s Pyrotechnic
Platoon in battle with a fire lizard), but they were ousted from the top spot
by the formation of The Pounders led by the hill giant Gurg. Ever since
then Clantock has struggled to survive as the second-best mercenary escort
company in the Camp. Fortunes seem to have changed of late, however.

Clantock hires out his company for 100 iron bits per day plus the cost
of provisions (which usually runs another 10 iron bits per day). The
entire group accompanies the employer. If the employer wants to move
fast, he’ll have to procure mounts for the mercenaries as well. They
don’t act as guides, and they are likely to run if they get in over their
heads in a battle.

CLANTOCK

XP 9,600

Male half-orc fighter 8/rogue 3

CN Medium humanoid (orc)

Init +5; Senses darkvision 60 ft.; Perception +10

CR 10

AC 21, touch 11, flat-footed 20 (+7 armor, +1 Dex, +1 natural,
+2 shield)

hp 147 (8d10+40 plus 3d8+15 plus 19)

Fort +14; Ref +6; Will +3 (+5 vs. fear)

Defensive Abilities bravery +2, evasion, ferocity, frap sense +1

Speed 30 ft.

Melee +1 keen scimitar +18/+13 (1d6+7/15-20)

Ranged light crossbow with +1 shocking burst bolts +12/+7
(1d8+1/19-20 plus 1dé electricity)

Special Attacks rogue talent (bleeding attack), sneak
attack +2dé, weapon training (heavy blades +1)

Str 21, Dex 13, Con 20, Int 9, Wis 10, Cha 8

Base Atk +10; CMB +15; CMD 24

Feats Cleave? Endurance, Great Cleave®, Great Fortitude,
Improved Initiative®, Point Blank Shot®, Power Attack®, Rapid
Reload, Toughness, Weapon Focus (scimitar)

Skills Bluff +9, Climb +13, Disable Device +0, Infimidate +5,
Perception +10 (+11 locate traps), Stealth +9

Languages Common, Orc

$SQ armor fraining 2, orc blood, frapfinding

Gear +2 scale mail, masterwork heavy steel shield, amulet of
natural armor +1, +1 keen scimitar, light crossbow, 20 +1 shocking
burst crossbow bolts, pouch with 74 iron bits and a gamet (50 gp)
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MERCENARIES (12) CR 2
XP 600

Male half-orc or orc warrior 4

CN Medium humanoid (orc)

Init +1; Senses darkvision 60 ft.; Perception —1

AC 19, touch 11, flat-footed 18 (+6 armor, +1 Dex, +2 shield)
hp 30 (4d10+4 plus 4)

Fort +5; Ref +2; Will +0

Defensive Abilities ferocity

Speed 20 ft.
Melee mwk battleaxe +9 (1d8+3/x3)
Ranged heavy crossbow +5 (1d10/19-20)

Str 16, Dex 12, Con 13, Int 10, Wis 8, Cha 8

Base Atk +4; CMB +7; CMD 18

Feats Rapid Reload, Weapon Focus (battleaxe)

Skills Climb +3, Infimidate +8, Survival +3

Languages Common, Orc

$Q orc blood

Gear chainmail, heavy wooden shield, masterwork battleaxe,
heavy crossbow, 20 crossbow bolts, pouch with 5d4 iron bits

Personality: Clantock has a serious inferiority complex. He rallied his band
of mercenaries and left the orcish tribal lands to the east after being bested in
single combat while trying to overthrow a chieftain. Arriving shortly after the
destruction of the Camp’s previous mercenary group, he quickly settled in as
a bully and monopolized the protection racket. With the arrival of Gurg, he
found himself'in second place again but didn’t dare challenge the clearly more
powerful mercenary leader. Instead he eventually hit upon a more sinister plan
to eliminate his rivals after encountering a clan of spitting gargoyles out in the
Desolation. With his recent success, he is considering going into business full-
time to lead employers to their dooms at the hands of the gargoyles at Area
C6 in The Chaos Rift and then splitting the booty with them. If employed by
the party he initially serves as hired, but each day there is a cumulative 10%
chance that he decides to sell them out to the gargoyles instead, at which point
he tries to subtly lead them to the gargoyle lair. Clantock and his band can
provide the following information to the party:

“Lots of good treasure out there. I can take you to it. You just pick it up
off the ground while we keep you safe. Easy as that, huh? No one knows
the place as good as me. You got money, huh?” Not hardly.

“It 5 not easy out there. That giant think he was tough, but you know better:
The things out there, they kill giants easy, just swoop down and BAM! But
not like that wit’ Furious Fourteen. We know place and what s out there. We
know how to win. We win against competition, huh?” These statements are
true and provide some tantalizing unintended admissions as to Clantock’s
nefarious dealings leading to the destruction of the Pounders.

(This only occurs after the Furious Fourteen have been guiding the party for a
while and Clantock has made up his mind to betray the party to his gargoyle allies.)

“This no good. These treasures we find are small. I know where the biggest
treasures are. Theyre in the big canyon. I can take you there, huh? We go
now. Not far from here. It not even guarded, huh?” A fairly obvious ploy to
get the party to follow him. Wise players should be on their guard. However,
his relative lack of intelligence could lead the party to believe he is just trying
to get them to help him kill something that he’s too scared to take on by
himself. Such an assumption could very much lead to the party’s detriment.

15. The Undertaker (CR 2)

Out away from the rest of the Camp sits a long, low structure
with a rounded roof composed of poorly cured hides lashed to
sticks. A horrible death smell permeates the entire area, obviously
emanating from the structure.

THE CAMP

Creature: This is the dwelling of Griswald the Undertaker. He
eventually arrives on the scene anytime someone dies in the Camp.
Townsfolk know he is coming from the stench that precedes him, for
Griswald is a ghast. He is quite urbane for a carrion-eating undead beast,
wearing a threadbare but well-cared-for formal suit and speaking with a
pleasant, high-class accent.

The Campies put up with Griswald and his stench because he provides
a necessary service, and he otherwise leaves people alone. He transports
away unsightly corpse from the streets and dwellings of the Camp and
promises them a proper burial outside of town free of charge. No one
really believes that he doesn’t turn around and just eat the corpses, but
then no one really cares one way or the other. And the price is certainly
right. Anyone entering his abode finds only a small living space near the
doorway. Beyond it is packed tight with corpses in various stages of decay
and consumption. He likes to stock up against the hard times.

GRISWALD THE UNDERTAKER
XP 600

Male ghast (Pathfinder Roleplaying Game Bestiary “Ghoul”)
CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +9

CR2

AC 19, touch 15, flat-footed 15 (+1 deflection, +4 Dex, +4
natural)

hp 17 (2d8+8)

Fort +4; Ref +4; Will +7

Defensive Abilities channel resistance +2; Immune undead
fraits

Speed 30 ft.

Melee bite +5 (1dé+3 plus disease and paralysis) and 2
claws +5 (1d6+3 plus paralysis)

Special Attacks paralysis (1d4+1 rounds, DC 15), stench (10-
ft. radius, DC 15)

Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18

Base Atk +1; CMB +4; CMD 19

Feats Weapon Finesse

Skills Acrobatics +6, Climb +8, Disguise +9, Perception +9,
Sense Motive +9, Stealth +9, Swim +5

Languages Common

Gear threadbare tuxedo, ring of protection +1, 13 iron bits in
waistcoat pocket

Personality: Griswald originally hailed from the Desolation, but he grew
tired of the slim pickings on the battlefield among his undead brethren.
When he found a fancy suit in a grave, he immediately took it and headed
for civilization playing the part of a high society professional. The party
won’t have much interaction with the undertaker except as clean-up to
any combats they have in town or if one of their number dies. He will try
to claim that corpse as well, though he will certainly not stoop to violence
to gain it. They had best not leave the body unattended while they leave
town, though. If anyone has the stomach to converse with the creature, he
can relate the information below.

“Hard times out on the Desolation, indeed. There's simply not enough
food to go around. What's a self-respecting carrion eater to do? Why go
into business, of course!” Sure, why not.

“If you go out there, you might see some of my brethren. Dont trust
them. As pretty as we ghasts may be, they are not all as urbane as 1. True.

“Say, are you feeling alright? You don t look so well to me. Perhaps just a
touch of the flu, but then again it could be something fatal (unconsciously
licks his lips). ” Probably nothing, but PCs shouldn’t accept any invitations
to dinner from him.
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Chapter 2:
Events in the Cam

This chapter covers the events that occur while the party is visiting the
Camp, whether it their first visit or if they are using it as a base camp
and returning to it periodically. Other than Event 1 that occurs when the
party first arrives in the Camp and gives them a taste of what they have
gotten themselves into, the events can be run at any time in any order.
In fact, not all of the events should occur the first time the characters
arrive in the Camp, but rather some should occur on subsequent visits.
Space them out as you see fit to keep the players interested while their
characters visit the settlement. At no time should the Camp simply be
a generic stop in game for the characters to rest and recuperate. While
they should be able to recover in relative safety during their stays in the
Camp (especially after having dealt with some of the immediate threats
early on), it should still have a constant sense of subtle menace for them
and a touch of intrigue. The characters will largely never know exactly
who is a friend and who is an enemy and who might just snap and go
homicidal at any moment.

Event 1: A Rude Welcome (CR 10)

The long, dusty road from Bard’s Gate has finally brought you
to your destination, a settlement on the very edge of the vast
region of ruin known as the Desolation. Before you sprawls
a pathetic collection of hovels that appear to be composed
of whatever materials happened to be lying around. Here, a
building that had an impressive beginning as a stone structure
peters out a few feet above the ground where its walls become
mud-daubed sticks with bunches of straw stuffed into the chinks.
There, wooden poles support walls of woven thatch and roof
that is little more than an old hay tarp patched in places with
tar. Beyond you can make out a ramshackle wooden structure,
obviously the scavenged remains of several merchant wagons as
evidenced by the axles and wheels still mounted at places on the
outer walls and the hitching tongue protruding above the lintel
and supporting a tattered awning.

The trail you are on proceeds straight through the center of this
collection of dwellings and travels on into the dusty wasteland
beyond, disappearing into the shrouding haze of windblown debris.
In the center of the settlement stands an old gallows hanging far
askew. A dark form turns slowly in the breeze, suspended from this
leafless tree. Few people seem to be out on the hard-packed streets
of this village, though you can see some activity to one side at an
area of pole-supported awnings that appear to comprise some sort
of shaded market.

Before you a scraggly buzzard perches atop an old plank sign.
Crudely painted upon this placard is simply “The Camp”.

The still afternoon is shattered by a great bellowing cry of rage.
From the north road charges a massive figure. Those few people on
the street quickly scatter at its approach. It is a hill giant covered in
dust and blood. A great spiked club swings in its hand. Its face is a
mass of recent wounds and horrible burns, perhaps caused by acid.
One thing is evident, though; the look in its eyes as they focus on
you is one of pure insanity.

This event occurs as the party first arrives in the Camp on the south road
from Bard’s Gate. Refer to the map of the Camp for details.

Creature: The beast charging towards the party is a hill giant guide
named Gurg. A resident of the Camp, Gurg would hire himself and his
band of ogre mercenaries out to caravans traveling through the Desolation
to provide both guidance and protection. He has just returned from a less-
than-successful foray into the Desolation where his band and the caravan
that employed him were slaughtered to a man by an attack of spitting
gargoyles. He narrowly escaped but suffered some nasty wounds and
acid burns. The horror of the attack and the lone trek across the hostile
landscape has broken his none-too-stable psyche and sent him into a
homicidal rage upon entering the Camp. Unfortunately for the PCs, they
are the first people he sees and are thus the objects of his attention. The
rest of the Camp’s inhabitants recognize the hill giant but wisely head
indoors to avoid his wrath and let the newcomers deal with him.

GURG (RAGING)
XP 9,600

Male hill giant barbarian 3 (Pathfinder Roleplaying Game
Bestiary "Giant, Hill")

CE Large humanoid (giant)

Init +0; Senses low-light vision; Perception +6

CR 10

AC 20, touch 7, flat-footed 20 (+4 armor, +9 natural, -2 rage,
-1 size)

hp 190 (10d8+90 plus 3d12+27 plus 3), currently 183

Fort +19; Ref +4; Will +7

Defensive Abilities rock catching, frap sense +1, uncanny
dodge

Speed 50 ft.

Melee +] keen spiked greatclub +22/+17 (2d8+17/19-20) or
2 slams +20 (1d8+11)

Ranged javelin +9 (1d8+11) orrock +10 (1d8+146)

Space 10 ft.; Reach 10 ft.

Special Attacks rage (17 rounds/day), rage power (quick
reflexes), rock throwing 120 ft.

Str 33, Dex 10, Con 28, Int 6, Wis 12, Cha 10

Base Atk +10; CMB +22; CMD 32

Feats Cleave, Intimidating Prowess, Martial Weapon
Proficiency (greatclub), Power Attack, Step Up, Vital Strike,
Weapon Focus (greatclub)

Skills Acrobatics +4, Climb +15, Infimidate +9, Linguistics -1,
Perception +6, Survival +6

Languages Common, Giant

SQ fast movement

Gear chain shirt, +1 keen spiked greafclub (spikes cause
piercing damage as well as bludgeoning damage allowing
weapon to be keen), 5 javelins, decanter of endless water

Tactics: This is a straightforward fight for Gurg. His approach to town
was blocked from view by the well house. Upon rounding the corner and
sighting the party at the southern edge of the Commons, he immediately
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rages and charges them swinging his spiked greatclub. He fights to the
death.

Development: Following this fight the party notices a few of the townsfolk
observing them curiously, but no one comes to assist them or interferes in
any way. Approaching someone and succeeding at a DC 15 Diplomacy
check turns their attitude to friendly, and they can relate that the hill giant
led a band of ogres who hired out as protection to caravans passing through.
He and his band joined a diplomatic caravan out of Bard’s Gate five days
ago and entered the Desolation. Based on his appearance alone, it seems that
the caravan probably did not make it. Use of speak with dead does not glean
any additional information. If questioned about the body, any townsperson
simply says to leave it, and the undertaker will take care of it. If the party
waits around for 20 minutes, the undertaker arrives on the scene to remove
the body. See Area 15 for details on the undertaker.

Event 2: Camp Hospitality (CR 1)

This encounter occurs when and if some or all of the party elect to rent
rooms at the Bender Bros. boarding house (Area 11 in The Camp). Refer
to the map of the boarding house. Rates and information on the boarding
house are provided at the area’s description in Chapter 1.

Upon checking in to the boarding house, the Bender Bros. show the
characters to separate rooms at random. They currently have no other
boarders, so they do not object if the party members want to group their
rooms together. Characters are not able to share a room unless they size
Small or smaller due to the limited space available in the individual rooms
and overall stuffiness they create. The Bender Brothers give their guests a
short tour including the guest rooms, the dining room, the kitchen, and the
privy. Once the characters get used to the mustiness and low ceilings, they
find the conditions livable.

Each of the guest rooms has a secret door (Perception DC 30) in the
floor that leads to the crawlspace below the building. If discovered and the
gnomes are questioned, they merely explain it as an access hatch to effect
repairs and replacement of rotten floorboards, etc.

After the character or characters have settled into their rooms and
finished any explorations of the town they wish for the day, the gnome
brothers invite them to dine at the boarding house for free this evening.
They explain the normal charge for the meal but state that the first night’s
meal is always free to guests because they hope to retain them as paying
customers and impress them enough to convince them to buy future meals
from the dining room. The boarding house only serves an evening meal,
so the party members are on their own for the rest of the day.

If the guests accept the meal invitation, the dining room is opened as
darkness falls, and the brothers begin laying out the meal while guests
seat themselves at the table. The gnomes and guest all eat together family
style at the boarding house. Other than rather crass manners and less than
appetizing appearances, the brothers otherwise serve as excellent hosts.
The meal smells delicious and consists of wild hare heavily spiced with
garlic, a lamb chop (actually goat, but a rarity in the Camp nonetheless),
fresh greens, assorted nuts, and a custard dessert. Served with the meal are
mugs of a fine, stout ale. Anyone who eats finds that the food lives up to
its toothsome smell. The gnome brothers eat heartily right alongside the
party members.

Overly suspicious characters may suspect poison or drugs in their food,
and they would be right, though there is nothing that will show up to casual
inspection or detect poison. This is due to the fact that rather than a poison
being added, it is actually that the hare meat has gone bad, which does
not detect as a poison. The flavor has been masked by the heavy garlic
so that it is unnoticeable. Roll a secret Fortitude save (DC 22) for every
character that partakes of the meal. Rather than asking what each person
eats, just assume that eat some of everything unless they specifically state
otherwise. The gnome brothers do not have to make this save because
their digestive tracts have grown accustomed to eating far worse here on
the edge of the Desolation.

The effects on those who failed the saving throw does not become
noticeable until several hours later in the middle of the night. They are
suddenly awoken by severe stomach cramps from the bad meat. They are

considered sickened and begin suffering bouts of nausea and diarrhea.
This can be eliminated by a neutralize poison and will otherwise pass
by morning. Unfortunately, unless neutralized they find themselves in
extreme discomfort, excreting various substances, and in a very small,
cramped room. Their options are to mess their own living quarters (never
a good idea), take it outside (making them subject to attacks by the hanged
man—see Area 1 of The Camp), or using the lone privy. The gnomes
are banking that at least one party member will head to the jakes. If this
happens proceed to the “Tactics” section below.

Creatures: The Bender Brothers harbor a secret that no one else in the
Camp knows (though the Usurer suspects). They are actually triplets, not
twins. The third brother, Joshiah Bender, is a rogue/illusionist rather
than just a rogue/assassin, however. With their complementary abilities
they ply their trade of murdering guests, robbing them, and making them
disappear. The rest of the Camp suspects these activities but has never
caught them in the act and doesn’t want to raise the ire of the assassin
brothers by informing newcomers of the danger. Some of them actually
profit when the Benders spread the wealth around and encourage travelers
to stay at the boarding house. None of the locals will spend the night there,
though.

JASHANAH and JEBLI BENDER

XP 4,800

Male gnome rogue 6/assassin 3

CE Small humanoid (gnome)

Init +4; Senses low-light vision; Perception +9

CR8

AC 19, touch 17, flat-footed 19 (+2 armor, +2 deflection, +4
Dex, +1 size)

hp 71 (6d8+18 plus 3d8+9)

Fort +6; Ref +11; Will +2; +1 vs. poison, +2 vs. illusions
Defensive Abilities defensive training, evasion, improved
uncanny dodge, frap sense +2, uncanny dodge

Speed 20 ft.

Melee mwk rapier +13/+8 (1d4/18-20)

Ranged dart +11/+6 (1d3)

Special Aftacks death attack (DC 12), gnome magic,
hatred, sneak attack +5d6

Spell-like Abilities (CL 9th):

1/day— dancing lights, ghost sound* (DC 14),
prestidigitation, speak with animals

* lllusion spell

Str11, Dex 18, Con 17, Int 12, Wis ?, Cha 16

Base Atk +6; CMB +5; CMD 21

Feats Combat Expertise, Improved Feint, Persuasive,
Stealthy, Weapon Finesse

Skills Acrobatics +15, Appraise +6, Bluff +15, Climb +8, Craft
(carpentry) +5, Craft (fraps) +11, Diplomacy +14, Disable
Device +17, Disguise +13, Escape Artist +13, Infimidate +9,
Knowledge (local) +8, Perception +9 (+12 locate fraps),
Profession (hostler) +4, Stealth +22

Languages Common, Gnome, Orc, Sylvan

$Q poison use, rogue talent (fast stealth, stand up),
trapfinding

Gear black leather armor, ring of protection +2, masterwork
rapier, 10 darts; Jebli has a gem of seeing

JOSHIAH BENDER

XP 4,800

Male gnome illusionist 7/rogue 2

CE Small humanoid (gnome)

Init +8; Senses low-light vision; Perception +13

CR8

AC 19, touch 17, flat-footed 15 (+2 armor, +2 deflection, +4
Dex, +1 size)
hp 52 (6d8+12 plus 2d8+4)

29



CHAPTER 2: EVENTS IN THE CAMP

Fort +4; Ref +9; Will +6; +2 vs. illusions
Defensive Abilities defensive training, evasion

Speed 20 ft.

Melee mwk rapier +10 (1d4/18-20)

Ranged dart +9 (1d3)

Special Aftacks extended illusions (+3 rounds), gnome
magic, hatred, sneak attack +1dé

Spell-like Abilities (CL 9th):

1/day— dancing lights, ghost sound* (DC 14),
prestidigitation, speak with animals

Spells Prepared (CL 7th, 10% arcane spell failure):
4th—arcane eye, phantasmal killer* (DC 18)

3rd—Dblink, deep slumber (DC 16), displacement*, slow (DC 16)
2nd—ailter self, blur*, invisibility*, mirror image*, scorching ray
(ranged touch +9)

Ist—animate rope, color spray* (DC 15), disguise self*,
hypnotism (DC 14), magic missile, shield

0 (at will)—flare (DC 13), ghost sound* (DC 14), mage hand,
message

* lllusion spell

Opposition Schools Abjuration, Necromancy

Arcane Spell-like Abilities (CL 7th):

6/day—blinding ray (ranged touch +9)

Str 11, Dex 18, Con 14, Int 16, Wis 9, Cha 16

Base Atk +4; CMB +3; CMD 19

Feats Combat Expertise, Improved Initiative, Iron Will, Quick
Draw, Scribe Scroll8, Silent Spell®, Weapon Finesse, Weapon
Focus (rapier)®

Skills Climb +8, Craft (alchemy) +17, Disable Device +17,
Disguise +15, Knowledge (engineering) +11, Perception +13
(+14 locate traps), Spellcraft +15, Stealth +20

Languages Common, Draconic, Giant, Gnome, Orc, Sylvan
$Q arcane bond (ring of protection +2), rogue talent
(weapon training), trapfinding

Gear black leather armor, ring of protection +2, masterwork
rapier, 10 darts, 50-ft. silk rope

Spellbook All prepared spells, plus: O-all; 1st—grease, mage
armor, sleep, shocking grasp, ventriloquism*; 2nd—acid
arrow, bear’s endurance, cat’s grace, darkvision, locate
object; 3rd—daylight, fly, haste, invisibility sphere*, lightning
bolt; 4th—confusion, greater invisibility*, illusory wall*, shout

Tactics: The Bender Brothers have their strategy down to an art. The
door to the privy opens at such an angle that it must be closed before the
jakes can be used, and there is only room inside the tiny room for one
creature, whether Small or Medium (Large won’t fit at all). The back wall
of the room, directly behind the jakes is actually an illusory wall created
by Joshiah (Will save DC 18 to disbelieve if interacted with). Behind it is
a cubby accessed by a secret passage. Jebli waits in this small space for
someone (most likely unarmed and unarmored) to come into the privy and
close the door. Then whether seated on the jakes or leaning over it, Jebli
has a direct shot at the character’s head in the darkness to make a surprise
death attack after 3 rounds of observation with his gem of seeing. If this
attack is successful at killing the victim or rendering him unconscious,
unless somebody is actually listening at the door while it occurs with a DC
20 Perception check, the attack is not heard outside the privy.

Since there is unlikely to be a lone party member staying at the boarding
house, the brothers have come up with a plan to deal with the others.
Party members not afflicted by the stomach problems do not awake from
their sleep and are considered to be Taking 0 on their Perception checks
each round. They can be awoken by sounds of their fellows talking or
retching (DC 10), the sounds of battle or knocking at their door (DC 5), or
by being attacked (automatic). The brothers assume that most PCs sleep
unarmored, so while sick characters are attending to themselves, Jashanah
silently crawls through the crawlspace below the floor and enters through
the secret door in the floor of one of the rooms where the PC still appears
to be sleeping. If there are none, or he is successful, he then emerges

trying to use Stealth to attack others in support of his brothers.

Joshiah is charged, in the plot, with dealing with any guards who remained
awake or other characters waiting outside the privy while one of their number
is within. To prepare for this he waits in the dark dining room having cast the
following spells: alter self (to appear as a drow warrior), blur (to become a
blurry drow warrior), mirror image (to become several blurry drow warriors),
and invisibility (to mask the lot of them from sight). Assume he is successful
in casting these initial spells, but roll for spell failure normally on all other
castings. When a target presents itself he attempts to maneuver silently to
make a sneak attack, thus becoming visible as several drow warriors. He then
attacks with weapon and spell hoping for his brothers to quietly move into
flanking positions to make sneak attacks. Due to the low ceilings, two-handed
weapons cannot be effectively used by Medium characters indoors. All of the
brothers know that if anyone escapes their ambush their jig is up, so they fight
to the death to try and eliminate all witnesses.

Development: Assuming the characters eliminate the Bender Brothers,
they face some unusual consequences. They are approached by the Usurer
the next day. He states that the Benders were a vital cog in the welfare of the
Camp by providing a much needed service for travelers. If the boarding house
closes down, the Camp will suffer. Since the party eliminated the Benders, he
states it is their responsibility to replace the Benders to keep the establishment
open for business. Being presented with evidence of the brothers’ crimes is
irrelevant to him. In fact he says if the party wishes to continue the same
practices at the boarding house, it is their business. If the party refuses to take
over the boarding house, he advises them that they will be unwelcome in the
Camp and being on the edge of the Desolation with no place of refuge is a
dangerous prospect at best, perhaps fatal. Any townsfolk who are asked back
the Usurer up on this point. Unless the party is willing to leave a character
behind to take care of the place, they must hire a caretaker to manage it in
their absence. The Usurer can recommend several townsfolk for the job. The
salary for such a position, he advises is 10 iron bits per week. Plus there is
the expense of keeping it stocked and in good repair which comes to another
10 iron bits a week. He further adds that if they run the boarding house for a
month’s time they will be considered citizens of the Camp and will receive
the locals’ rate of exchange for iron bits. If the party goes with one of the
people the Usurer recommends, the individual performs an adequate job. If
they happen to befriend Sammar (Area 12 of The Camp) later he can do it for
them and at half'the price due to his efficiency. Regardless, there are no further
travelers through the Camp during the tenure of this adventure, unless you
choose to add some, so no initial profit will be made.

Treasure: Hidden in the brothers” room and located with a DC 25
Perception check are treasures that have been accumulated from their
years of murder and larceny. This hoard is the party’s for the taking and
includes: 880 iron bits, 1,200 gp, a +1 dagger, two silver urns (20 gp
each), 6 assorted gems (2,800 gp total), and tapestry depicting a griffon
rampant on a field of clouds made by Filini of Bard’s Gate (5, 000 gp).

Event 3:
Whispers in the Dark (CR 6)

This encounter occurs many times while the party stays in the Camp,
though it only occurs during the darkest watches of the night. It can also
occur when the party is camped out in the Desolation during later chapters.
Have the characters make a DC 12 Perception check and proceed with
the boxed text when one is successful making any necessary changes if
the party is not sleeping indoors. Modify the boxed text as necessary for
subsequent visits by the midnight peddler.

In the still of the darkest watches of the night, you detect a faint
squeaking coming from the north, perhaps somewhere out on the
Desolation. As you strain to listen the squeaking becomes louder
and is clearly the creaking of some wooden conveyance. What ever
it is, it is steadily approaching.
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Allow the PCs to wake their comrades, prepare their weapons and spells,
or whatever. Other than the party members no one else has been awoken,
and no one can hear the squeaking noise. Proceed with the following if
anyone goes outside to discover the source of this noise.

Emerging into the darkness you can make out little in the pitch
blackness. Then as the squeaking grows louder, you see through
the thin night mists the silhouette of a dark figure pushing a
handcart. The wheels of the cart produce the squeaking sound. As
it approaches directly toward you, you can see that the figure is
swathed in a long, hooded robe of coarse, gray cloth. His face is
not visible, though you can just make out the shape of a protruding
lower jaw. The cart appears to full of all sorts of mundane items and
junk, certainly nothing that appears to be threatening. If you were
in any other place at any other time, you would think this a rather
ordinary traveling peddler.

The cart stops before you, and the dark figure begins rummaging
through it saying only one word in a low, gravelly voice, “Buy?

Creature: This strange figure is a midnight peddler. He is an outsider
that only appear at certain times to certain people. No one else in the
camp heard his approach because it is the party he is coming to see.
His motivations are his own, but in exchange for buying his wares he
provides important information or clues for the successful completion of
the adventures in and around the ruins of Tsar. If attacked he uses his death
chill once and then plane shifts away. He can be encountered again later,
however, despite how the initial meeting goes. If the hanged man (see
Area 1 of The Camp) is still around, it does not molest the peddler or those
in contact with him. It can sense the peddler’s power and otherworldly
nature and chooses not to confront such a foe. Once the peddler leaves, if
characters are still outside in the Camp after about 5 minutes the hanged
man approaches and attacks, no longer sensing the peddler’s fearsome
presence.

MIDNIGHT PEDDLER

XP 2,400

The Tome of Horrors Complete 425

N Medium ouftsider (extraplanar)

Init +5; Senses darkvision 60 ft.; Perception +16

CR &

AC 16, touch 11, flat-footed 15 (+1 Dex, +1 dodge, +5
natural)

hp 52 (7d10+14)

Fort +6; Ref +6; Will +9

Speed 20 ft.
Melee touch +7 (death chill)
Special Attacks death chill

Str 11, Dex 13, Con 15, Int 16, Wis 18, Cha 15

Base Atk +7; CMB +7; CMD 19

Feats Alertness, Dodge, Great Fortitude, Improved Initiative
Skills Bluff +12, Craft (wood) +12, Diplomacy +8, Knowledge
(history) +9, Knowledge (local) +9, Knowledge (planes) +12,
Perception +16, Profession (peddler) +10, Sense Motive +16,
Survival +10

Languages Common, Celestial, Abyssal, Terran

$Q divination, plane shift

Death Chill (Su) The touch of the midnight peddler deals

1d4 negative levels to a living creature. The DC is 15 for the
Fortitude save fo remove a negative level. The save DC is
Constitution-based. The midnight peddler gains 5 temporary
hit points for each negative level bestowed.

Divination (Su) The peddler provides advice and answers
correctly any one question asked of him by any creature
who buys something from his cart. This ability functions similar

to a divination spell (caster level 12th).

Plane Shift (Su) The midnight peddler can plane shift to any
inner or outer plane as a move action. His cart (and any
non-living matter contained therein) shifts with him. This
ability otherwise functions as the spell of the same name.

On this, his first visit he pulls an old, dried codfish out of its cart. A DC
18 Knowledge (nature) check reveals that there is not a body of water
supporting such a fish for several hundred miles in any direction. How it
came to be in a peddler’s cart on the edge of the Desolation is anybody’s
guess. It demands 50 gp (not iron bits!) for this item. It does not haggle
and does not allow any other items to be purchased. If refused, he leaves,
quickly disappearing into the darkness. If the purchase is made, the buyer
finds nothing special about the fish—in fact it’s so old it is no longer even
edible—but in addition to the purchase the peddler related the following
cryptic information:

“Not only old dead guard Black Gates but something greater as well.
From blackest pits of pitch and bile a new guardian arose both foul and
vile. Beware his breath of clinging death.”

This refers to the tar dragon that has made its lair before the walls of the
city of Tsar (Area R4). It also provides a clue to the creature’s primary
mode of attack giving the party opportunity to prepare to counter its
adhesive bile in advance.

Development: Why the midnight peddler has chosen to appear to the
party and assist them is unknown. However, it continues to do so throughout
the adventure. Stage additional encounters with him whenever you choose,
though they should always occur after dark when the party has stopped for
the night. Each time select some worthless trinket that the peddler offers to
sell for 50 gp in exchange for another cryptic clue (rather than the use of
his divination ability as he would ordinarily do). Items that he has available
for sale in his cart include a tropical orchid that instantly wilts and dies, a
worthless iron coin (not a bit), a bag of sand, a set of two left shoes, etc.
Select from the clues provided below and make up additional ones if you
like. Use clues that reference an area before the party actually travels there
in order to keep them relevant and useful to the party. The midnight peddler
should remain a mysterious benefactor with unfathomable motives who
appears to the party at seemingly random intervals.

“Relentless seekers face restless sleepers. Old betrayals walk with new
life and hide their shame ‘neath dark of night.”

This refers to the drama playing out at Area D6 between the dwarves of
Thane Fenris and the nightly undead attacks that assault their camp. The
peddler’s clue provides a cryptic hint to the treacherous nature of the evil
force attacking the dwarves and its motive in doing so to hide its shame
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from its former kinsmen.

“Deep in shades of twilight, behind guards and wards of demonic might
lies hope chained in darkest night. Free hope for the sake of Light. Gain
boon by setting all aright.”

This refers to the Tomb of the Last Justicar at Area C8 deep in the Chaos
Rift. It gives hint to the nature of the guardians that the party will face and
that the party can receive a reward for assisting the ghost of Gerrant. Hidden
in the clue is a second clue alluding to the captive hope at Area C8-5 that
has been magically bound and forced to battle those who could rescue it.

“Giant of the earth lies beneath, in repose brings life, awake brings grief.”

This refers to the stick giant buried at Area A5-4 and its role in providing
a life-bringing elixir to the Reclaimers. However, it also refers to the
consequences should the sleeping giant be awakened.

“Old Death lives yet, but all is not as it seems. The second sculptor waits
for the unwary past the false webs of despair. Beware the voice in the cave
that brings great danger.”

This clue refers to the lair of the dracolisk Old Death at Area C4. It
warns that there are two creatures capable of petrifying their foes and
that the second one waits to catch the adventurers unawares after the first
has been dealt with. It also provides warning of the derro known as “The
Whisperer” that assists Old Death in his lair.

Event 4: A Plea for Help (CR 4)

This event occurs at some time after the characters have been in the
Camp for a day or two and proven themselves to be capable adventurers
(say defeating Gurg, the hanged man, and/or the Bender Brothers). If the
party has not already encountered Sammar (see Area 12 of The Camp), he
eventually steels up the nerve to approach them with a desperate proposition.

The man before you wears the finely tailored, though travel-
stained garb, of an official diplomat. The lyre crest on his tunic
identifies his allegiance to Bard’s Gate. He is middle-aged with
only a touch of gray in his hair. The worry lines on his face seem to
have deepened recently. He begs your leave to speak with you and
ushers you aside to a more private place before explaining.

“I am Sammar of Bard’s Gate, recently installed diplomatic agent
to the Camp. My masters have elected to reopen the northern trade
route through the Desolation, and I have been instructed to set up
an embassy here to oversee the city’s interests in such a venture. |
arrived here with a caravan some weeks ago and set up facilities
to serve in the interim until a caravan route could be successfully
established and lucrative trade opened up. My caravan departed
north not a week ago to open that route and seek valuable trade
with the exotic lands of the north. They are not expected back for
several months, but I fear ill fortune has befallen them.

“Though the caravan had its own contingent of guardsmen, for
added security they hired a band of ogre mercenaries led by a hill
giant to safely escort them across the Desolation. As you are aware,
the giant leader of that band returned in none-too-good-a-shape
and without his ogre warriors. It is too soon for the giant to have
escorted the caravan all the way across the Desolation and already
returned to the Camp. Therefore, I fear the worst.

“It is my understanding that you are adventurers who seek to
enter the Desolation anyway. All I ask is that you search for the lost
caravan and return with any survivors or news of its fate if there are
none. For this task I can assure you that you will be richly rewarded
by my government. Bard’s Gate is a rich and powerful city with
vast wealth from its commerce. It knows how to repay those who
give it assistance. Please, will you help me?”

Sammar cannot promise a specific amount for a reward, though he says
he suspects the greater the success in finding and returning survivors the
greater the reward will be. When the party has completed their search-and-
rescue mission he will have to send word to his superiors in Bard’s Gate
and see what they send back as a reward. He assures the party that it will
be generous, though. If the characters balk at such an open-ended offer,
he reminds them that they were apparently headed into the Desolation
anyway for their own reasons. He says that the caravan would surely be
easy to find since it would have stayed on the main track northbound
through the Desolation. If the party still refuses to assist him in his plight,
you can have Sammar depart himself to search after a few days and utterly
disappear. Perhaps he shows up later as some sort of vengeful undead bent
on repaying the unhelpful PCs.

SAMMAR
XP 1,200
hp 26 (See Chapter 1, Area 12)

CR4

If the party undertakes the quest, they can locate the remains of the
caravan and the lair of its attackers at Area R3 of The Crossroads and area
C6 of The Chaos Rift in the Desolation (see Chapter 5).

Event 5: Tlolox’s Revenge (CR 8)

This event occurs only after the party has visited Area B3 of the
Boiling Lands in the Desolation (Chapter 6). As a result Tlolox (Area
B3-15 of the Boiling Lands) has come for revenge and is willing to
risk the ire of the inhabitants of the Camp in order to obtain it. Tlolox
comes regardless of whether he survived his previous encounter with
the party or not. Even if the party just entered the encounter area and
never actually met the barghest, he discovers their scent and follows
nonetheless. He appears even if he was killed because of a pact he
made with a powerful devil many years ago. In exchange for a service,
the devil provided him with a wish to return him to life should he be
slain.

In this event, Tlolox heads to the Camp to locate the party that
invaded his lair and possibly killed him. He assumes dire wolf form,
abandoning his equipment, for this task. He has visited the outskirts
of the Camp before in his dire wolf form, and there is more than one
whisper in the camp of a great beast that comes on the darkest nights to
prey upon the populace. This time, however, he comes in the middle of
the day, braving the inherent dangers of such an appearance, in order
to seek his revenge. He correctly assumes that the citizens of the Camp
will choose not to get involved in an altercation.

This encounter can occur whether the characters are inside or outside
at the time. Adjust the boxed text accordingly. If the party is too
powerful, add some poisonbearer ghouls to increase the difficulty as
necessary.

A piercing howl cuts through the noises of the day. (There is a
crash as the door bursts open, and) You see a huge creature with
blue-tinged fur. It resembles a massive dire wolf save for the
glowing eyes and look of fiendish intelligence they bear. People
scatter as it slavers from its power jaws and locks its demonic gaze
upon you.

Knowing that his lair has been discovered, and fearing that the local
populace will band together to drive him away, Tlolox does not retreat
from battle. He believes this is an all or nothing gambit that threatens
his hunting grounds on the Material Plane. He stays only long enough to
destroy the party (and drag one away to devour) and then heads back out
to the Desolation secure in the knowledge that his reputation will prevent
pursuit by the Campies.
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TLOLOX CR7
XP 3,200

hp 85 (Pathfinder Roleplaying Game Bestiary "Greater
Barghest”)

POISONBEARER GHOUL CR4
XP 1,200

Creature Collection lll 93

CE Medium undead

Init +2; Senses darkvision 60 ft.; Perception +11

AC 18, touch 13, flat-footed 15 (+2 Dex, +1 dodge, +5
natural)

hp 39 (6d8+12)

Fort +4; Ref +4; Will +7

Defensive Abilities channel resistance +2; DR 5/silver;
Immune undead traits

Speed 30 ft.

Melee bite +6 (1d8+2 plus paralysis, poison, and disease)
and 2 claws +6 (1d4+2 plus paralysis)

Ranged spit +6 touch (poison)

Special Attacks death spray, disease, paralysis (1d4+1
rounds, DC 15, elves are immune), poison

Str 15, Dex 15, Con —, Int 13, Wis 14, Cha 14

Base Atk +4; CMB +6; CMD 19

Feats Dodge, Mobility, Spring Attack

Skills Acrobatics +8, Climb +11, Infimidate +11, Perception
+11, Stealth +11

Languages Common, Infernall

Death Spray (Su) The instant a poisonbearer ghoul is killed or
destroyed, pustules on its skin all burst simultaneously, so that
all creatfures within 5 feet are exposed to its ghoul fever.
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 15;
onset 1 day; frequency 1 day; effect 1d3 Con and 1d3

Dex damage; cure 2 consecutive saves. The save DC is
Charisma-based. A humanoid who dies of ghoul fever rises
as a ghoul at the next midnight. A humanoid who becomes
a ghoul in this way retains none of the abilities it possessed
in life. It is not under the control of any other ghouls, but it
hungers for the flesh of the living and behaves like a normal
ghoul in all respects. A humanoid of 4 Hit Dice or more rises
as a ghast.

Poison (Su) Spit (20 ft. range)—contact or bite—injury; save
DC 15; frequency 1/round é rounds; effect 1d4 Constitution
damage and ghoul fever; cure 2 consecutive saves,
magical means must overcome SR 19. The save DC is
Charisma-based.
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Chapter 3:
A Desolation Primer

The Desolation is a vast expanse of wasted, war-torn fields. They felt the
tramp of countless soldiers’ feet and drank the blood of humans and other
creatures beyond imagining. Mighty engines of war and works of horrific
magic slammed into the armies maneuvering across the countryside and
left only death in their wake. So powerful was the magic involved, so

pervasive the terrors unleashed that even now, centuries later, the lands
remained indelibly marked by the legacy of battle. Where once were
verdant plains and fertile fields now are only ashes and boiling craters of
ooze. The Desolation does not bear the characteristic fires and brimstone
of what many would consider in the traditional sense, but it is often likened

The Army of Light

No description of the Desolation would be complete without an
explanation of those who once fought here. No one knows for sure what
all and how many fought from within the stained walls of Tsar, unless
Orcus keeps such a tally somewhere on his own abysmal plane, but the
forces arrayed against the Demon Prince are well-documented in the dusty
archives of the last overking. A brief overview of that panoply follows.

As previously mentioned, the impetus for the crusade came from an
alliance formed by the patriarchs of the holy churches of Thyr and Muir.
Why these sibling faiths chose to approach the overking at that time, no
one recalls (it is discussed in greater detail in the latter adventures of the
Slumbering Tsar series). Yet they managed to catch the ear of the aged
Overking Graeltor, and his backing put all the civilized kingdoms behind
it as well as almost all of the good and neutral faiths.

To remove any suspicion of divisive religious zealotry or hidden
agendas, the entire force was placed under the secular command of
Graeltor’s most trusted advisor and strategist, the archmage Zelkor.
Though the religious stamp was left off of the overall crusade, the
troops certainly welcomed the addition of celestial allies when the
battle was finally joined. Immediately below Zelkor were his own
advisors and aides de camp, a who’s who of the greatest heroes,
generals, and war captains of that day. They each commanded a
section of the army and did much of the day-to-day planning and
tactics while Zelkor, with their assistance, created and implemented
the overall strategies and maneuvering of the Army of Light.

The patriarchs Grennell of Thyr and Phestus of Muir stood high
among the officers of the army, for it was they who originally
petitioned the overking and led to the army’s muster. Strangely, equal
to them in influence within the Army of Light was the church of
Hecate, lawful evil goddess of magic, and her high priestess Akbeth.
Many within the Army of Light opposed the addition of this evil faith
to their ranks, yet Law is ever opposed to Chaos even within the
Lower Planes. The followers of Hecate despised the chaotic followers
of Orcus as much as did the goodly faiths, and since the legions were
under the secular control of Zelkor the patriarchs of the good churches
were forced to grudgingly accept the services offered by the magic
goddess. It proved much to their benefit when the Battle of Tsar
entered its most deadly stage as magical attacks and plagues rained
down from the priests and wizards of Orcus. Then the powerful clerics
and sorcerers of Hecate were able to respond with attacks against the
foe of a kind the goodly-aligned spellcasters were unable or unwilling
to make. One other reason existed that Zelkor willingly allowed the
seemingly incongruent followers of Hecate to join in the crusade. That
reason was Akbeth’s lover, the peerless archmage Agamemnon, who

joined in the fight and served as a wild card on the battlefield that the
followers of Orcus had neither expected nor prepared for.

The patriarchs and matriarchs of other faiths held prominent
positions as well over their crusader followers: Kirba of Mitra,
Tondallah of Vanitthu, Virrikus of Oghma, and Dawncry of Arn to
name a few. Other commanders of the forces of light included the
heroic paladin-lords Navarre and Bishu, the Justicars of Muir Alaric
of Tircople and Gerrant of Gilboath, the knight commanders Saracek,
Brandt Dracobane, Argos the aasimar-knight, and Carileus, Grezell
the incomparable swordsman, and the elven warrior-maiden Shelfaer.
Augmenting these martial heroes were other personages of renown
including the powerful cleric and wizard twins Plethor and Xillin,
the wizardess Deserach, consort of Lord Navarre, the priest-mages
of Hecate Nemethiar and the elf Phalen, the sorceress Itara, and
the mysterious wizard Me’Nak. Of the dwarves came King Kroma
leading his doughty warriors. The elven lords Ulo and Tarrazal
brought archers and spearmen from the Green Realm. The storm giant
Thraestos brought a troop of his brethren and lesser kin. Even Queen
Tyrissta of the Small Kingdoms brought contingents of gnomish and
halfling skirmishers. But the nonhuman forces were not limited to the
mortal realms. From the heavenly planes, leading legions of celestial
allies, were the empyreal angel Naphrathoth, the leonal Lord Karask,
the hound archon Amaleal, and the planetar general Nimrod. In all
over 140,000 soldiers, wizards, clerics, and knights — human, elven,
dwarven, giantish, gnomish, halfling, and celestial — stood on the
fields before the stained walls of Tsar.

Most controversial of all those allied with the Army of Light was
the sorcerer Slavish. A powerful spellcaster — some said the equal of
Zelkor or Agamemnon even — Slavish was also a devoted follower of
the infernal lord Baalzebul. Like Hecate, Slavish’s devil-liege was also
lawfully aligned and therefore opposed to the demonic chaos of Orcus,
but the forces of good were unwilling to admit him into their ranks.
Allowing a follower of an Archduke of Hell, the opposite end of the
evil spectrum from the demons of Orcus, was considered anathema to
their cause by many of the goodly host. However, Zelkor’s judgment
to admit him finally prevailed in light of what Slavish had to offer
to the cause. For Slavish was not only a powerful sorcerer but also
bore the sword Demonbane, an artifact so powerful it was said to be
capable of slaying Orcus himself. In fact it was forged by the hands of
Baalzebul for that very purpose. With such a potent weapon in their
midst, Zelkor felt the Army of Light could not afford to turn away the
help offered by Slavish. Thus the servant of an arch-devil was the last
member admitted into the Army of Light before the march for Tsar.
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CHAPTER 3: DESOLATION

to the Hells nonetheless. Smoking fumaroles and burning gas vents would
actually enliven this land. Instead there is only the depressingly bleak
landscape of gray fading into the haze of the horizon. Even the devils of
the pits might find such a place unpleasant.

The Desolation stretches roughly 70 miles east and west and 50 miles
north to south. Its southern boundary, marked by the tiny refuge known
as the Camp, gradually rises to the stony hills that mark the northern edge
of the civilized kingdoms. To the north the trade road passes another set
of hills before, according to rumors, eventually entering a true desert land
filled with oasis kingdoms, genies, and the exotic peoples known only in
legends in the lands to the south. East the Desolation gradually enters a
wild and broken land, more verdant but perhaps no less inhospitable. For
here the lands are the homes of the many orc and goblinoid clans before
finally reaching a little-visited and rocky sea coast. The western edge is
the Desolation’s clearest demarcation as the sheer vertical cliffs of the
Stoneheart Mountains march along parallel to the trade road, visible as a
seemingly impassible wall of gray stone.

The climate of the Desolation is universally dry. A few gully washers
hit in the late fall, but otherwise it remains bone dry. In fact, the ground
stays so dry that there is an almost constant haze from whitish, powderlike
dust that rises with the constant breezes. This haze lends to the overall
gloominess and feeling of isolation and claustrophobia that is sometimes
experienced on this otherwise wide-open plain. Occasional dust storms
whip up and race south, usually petering out before reaching the Camp.
These billowing white clouds are called bone storms because of the general
opinion that the white dust is actually the powdered remains of the fallen
soldiers’ bones trampled underfoot by the armies and then left to bake in
the sun for centuries. Visiting necromancers have taken samples before
and tend to concur that there is some truth to these tales. In the summer
the temperatures rise as high as the 90s with an extremely low humidity,
but in the winter bitterly cold winds come down off the mountains to the
northwest and create conditions well below freezing for weeks at a time.

The Desolation is divided into four quadrants. These are clearly marked
by the two roads that cross in the Desolation’s center. The landscape
even tends to change somewhat, roughly corresponding to these artificial
dividers. The four quadrants each receive their own chapter in this
adventure and are called, going counter-clockwise from southeast to
southwest, The Ashen Waste, The Chaos Rift, The Boiling Lands, and
The Dead Fields. Further there is a fifth section of the Desolation that
corresponds to no particular quadrant and receives its own chapter as well.
This is composed of the roads themselves that bisect the Desolation and
the ruined city around which all of these lands lie. This chapter is called
The Crossroads and Tsar. After the PCs have had a chance to ask around
a bit in The Camp and get a mental picture of the lay of the land, you
can provide them with a copy of Player Handout A to use as a point of
reference in their explorations of the Desolation.

The mood of the Desolation should always be somber and depressing.
Thousands of beings died here, good and evil, extraplanar and mundane,
celestial and abyssal. It is almost as if the lands retain a memory of that
time of strife and countless horrors. How many voices were stilled to
never be heard again is beyond count. The wind seems to sing a funeral
dirge, low and constant; perhaps it is the voices of those lost. Never let the
players forget that they are in a place marked by the agony of thousands.
Never let them think of the Desolation as just another terrain feature to be
crossed. Much of the atmosphere of the adventure comes from the constant
reminder that the Desolation is first and foremost a battlefield, and that the
adventurers are merely following in the footsteps of thousands of others
who have already fought and bled on this land.

Thyr, God of Law and Justice

This deity appeared in Bard’s Gate and other products by
Necromancer Games. Details of this deity are updated and
included here for your convenience.

Alignment: Lawful Good

Domains: Good, Healing, Law, Knowledge, Protection
Symbol: Silver cross on a white field

Garb: White robes frimmed with silver, purple, or
gold—the colors of kingship.

Favored Weapon: Light or heavy mace

Form of Worship and Holidays: Last day of every
month, the last holy day of every year is set aside for
non-royalty fo have their grievances heard.

Typical Worshippers: Humans, royalty

Thyr is the god of wise and just rule. He is normally depicted as
a wizened king seated on a great throne holding a rod of kingship
in one hand and a chalice of peace in the other. His principles
are justice, order, and peace. He represents proper and traditional
rule and as such was once worshiped (at least in name) by all
human royalty. He is the embodiment of the enlightened human
caste system where each person has a fairly determined role
in a lawful society intended to create the greatest good for the
greatest number. His symbol is a pure silver cross on a white field,
symbolizing the upturned cross-haft of his sister’s sword, which
he thrust into the earth to end the god’s war. Upon seeing the blood
of so many gods shed, Thyr foreswore the use of swords, and his
priests—for this reason—may not use bladed weapons. Many
favor reinforced rods, similar to light maces, modeled after Thyr’s
own rod of kingship. The noble eagle and the lion are his sacred
creatures.

The danger-fraught reaches of the Desolation beckon as the Camp is
left behind and the wild barrens of the Ashen Waste and the unplumbed
secrets of the Chaos Rift wait to be discovered in Slumbering Tsar: The
Desolation, Part 2—The Ghosts of Victory.
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Part 2 - The Ghosts of Victory

J-or more than a year, che Army of Ligh( bivouacked on che plains surrounding che cicy
of Csar. (Uhile che daccles raged around che cicy's walls, chese camps scood as vericadle
cicies in cheir own Right, only occasionally moving due co che depledion oF rResources or in
response co counceraccacks. Che soldiers ofF chis army lived, duile, ace, and died, in chese

VAST camp-cidies as the war rRaged around chem, and more chan one durial mound and war
monumenc was raised among chem cto commemorace some (0sT hero or valorous deed.
Cvencually che Forees of Csar recreaced and che cicy was abandoned—a viccory For che
Army of Lighc ORr 80 che hiscorians say. Jec when che criumphanc armies packed up and
deparced in pursuic ofF cheir Foes, they (eFc dehind a necropolis of elaborace comds and
simple graves, as well as che scarred rRemains oF one ofF cthe most horrific accacks in che
waRr, spread out over hundreds of square miles. (Uhac had been a victorious armed camp
became & desolace, depleced plain, sall haunced by ics ghoscs oF viccory.

36



Chapter 4:
The Ashen Waste

Lonely blows the wind across the Ashen Waste carrying with it the
signature white dust that coats everything it touches — armor, weapons,
noses, throats, eyes — with a chalky layer. The horror of the bone storms
can suffocate those caught in them or cause them to become separated
from their companions and lose their way. The howling of the wind speaks
in the voices of those souls lost long ago in the battles of ancient days and
includes the keening of the horrible undead spirits known as screamers.
The monotony of this bleak land is broken only by the occasional barrow
mound raised by the armies of old to inter their honored dead before finally
retiring from the field in the fateful flight that ended in the misnamed
Forest of Hope.

The Ashen Waste

The southeastern quadrant of the Desolation is by far the most desolate.
It is called the Ashen Waste with good reason. A seemingly continuous
wind crosses this region carrying with it a perpetual cloud of a fine,
powdery dust. Bone storms occur most frequently in this region. The
omnipresent dust gets into everything and covers it with a fine coating of
chalky powder. It is not uncommon for travelers here to have coughing fits
as a choking coat forms inside an open mouth. It is also often difficult to
see. Even when the wind is not blowing, a constant haze hangs in the air
creating a feeling as if one is within a fog bank.

It is to here that the main camp of the Army of Light was moved after the
Chaos Rift was formed. The few wells and springs were jealously guarded,
and many were overused until their water supply was exhausted and they
went dry. The constant movement of tens of thousands of men and horses
trampled the already-dry ground into the fine dust that exists today. When
rains do come they create clumpy mud and quicksand pits, but these quickly
dry and return to their powdery state — other than the occasional quicksand
pit that remains nearly undetectable on the field as a hazard to visitors.
Many speculate that the horrible curses called upon the main camp of the
Army of Light by their enemies cause these conditions to persist. Whatever
the reason, no plants take root here, leaving only the dusty, sterile landscape.

For random encounters while the party ventures through the Ashen
Waste, consult the Ashen Waste Random Encounter Tables below.
Encounters should be rolled on these tables once every three hours or
whenever a combat occurs that lasts more than 3 rounds. Ignore weather-
related or stationary encounter results when rolling following 3 rounds of
combat. Use the day or night tables as needed.

Acid Rain: These torrential downpours rise suddenly as the moisture-
laden clouds of the Boiling Lands blow over the surrounding areas. The
foul vapors and toxins of the Boiling Lands poison these clouds and create
acid rain. A DC 20 Survival check notices the formation of the rain clouds
2d10+10 minutes prior to the beginning of the downpour, so astute parties
have time to make preparations for such events. The actual downpours
only last 1d10+5 rounds before the air currents blow them onward. Any
creatures exposed to the rain are dealt 1d4 points of acid damage per
round. Cloth and other coverings shed the rain, so an adequate shelter can
prevent the party members from being exposed to the damage-causing
rain. However, each time a nonmagical shelter such as a tent or tarp is
exposed to the rain there is a cumulative 10% chance that is ruined and
rendered useless as a shelter in the future. This effect also occurs with

The Ashen Waste Daytime
Random Encounter Table

d% Encounter
01-10 Bone Storm
11-15  Searing Wind
16-18 Acid Rain
19-24 1d2 Babau Demons
25-29 1d2 Screamers
30-34 1d6+4 Ghoul Wolves
35-36 1d2 Ashborn Arachnae
37 Nabasu Demon
38-40 1d8+4 Dust Mephits
41-42 Manticore
43-45 1d4 Belkers
46-50 1d6 Ghouls
51 Vrock Demon
52-55 Quicksand
56-00 No Encounter

The Ashen Waste Nighttime
Random Encounter Table

d% Encounter
01-10 Bone Storm

11-13 Acid Rain

14-20 1d3+1 Screamers
21-25 1d4 Allips
26-28 1d2 Will-O’-Wisps
29-38 1d10+6 Ghoul Wolves
39-43 1d4+1 Wraiths
44-46 Ashborn Arachnae
47-50 1d6+5 Vargouilles
51-52 Nabasu Demon

53 Dread Wraith

54-60 1d6+6 Ghouls
61-64 1d3 Babau Demons
65-66 Vrock Demon
67-73 Quicksand

74-00 No Encounter

clothing, leather goods, rope, animal harnesses, backpacks, etc, if they are
exposed to a downpour. Metal, stone, and wood are undamaged.

Allips: These foul undead are the remains of those soldiers who cracked
under the constant strain of battle and ended up taking their own lives.
They now come forth seeking revenge upon the living. They resemble
a cloud of boiling shadows with a vaguely humanoid shape and gaping
skeletal maw.
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ALLIP

XP 800

Pathfinder Roleplaying Game Bestiary 3 “Allip”
CE Medium undead (incorporeal)

Init +5; Senses darkvision 60 ft.; Perception +7
Aura babble (60 ft., DC 15)

CR3

Base Atk +9; CMB +14; CMD 25 (29 vs. trip)

Feats Improved Initiative, Improved Natural Aftack (bite),
Lightning Reflexes, Skill Focus (Perception), Weapon Focus
(bite)

Skills Acrobatics +10 (+18 jump), Climb +18, Perception +20,
Stealth +6

AC 14, touch 14, flat-footed 13 (+3 deflection, +1 Dex)
hp 30 (4d8+12)

Fort +4; Ref +4; Will +4

Defensive Abilities incorporeal, channel resistance +2;
Immune undead traits

Speed fly 30 ft. (perfect)
Melee incorporeal touch +4 (1d4 Wisdom damage)
Special Attacks fouch of insanity

Str—, Dex 12, Con—, Int 11, Wis 11, Cha 16

Base Atk +3; CMB +3; CMD 17

Feats Improved Initiative, Lightning Reflexes

Skills Fly +16, Intimidate +10, Perception +7, Stealth +8
Languages Common

SQ madness

Babble (Su) An allip constantly mutters and whines to itself,
creating a hypnotic effect. All sane creatures within 60
feet of the allip must succeed on a DC 15 Will save or be
fascinated for 2d4 rounds. While a target is fascinated, the
allip can approach without breaking the effect, but an
attack by the allip breaks the effect. This is a sonic, mind-
affecting compulsion effect. Creatures that successfully
save cannot be affected by the same allip’s babble for 24
hours. The save DC is Charisma-based.

Madness (Su) Anyone targeting an allip with thought detection,
mind control, or telepathic ability makes direct contact with its
torfured mind and takes 1d4 points of Wisdom damage.
Touch of Insanity (Su) The fouch of an allip deals 1d4 points
of Wisdom damage. A successful critical hit causes 1d4
points of Wisdom damage and 1 point of Wisdom drain
(instead of double Wisdom damage). On each successful
attack, an allip gains 5 temporary hit points.

Ashborn Arachnae: These arachnid horrors are the remnants of living
weapons created by the disciples of Orcus and now gone feral, living in
the depths of the Ashen Waste. They resemble giant black-furred spiders
with red bands around their abdomens. They hungrily attack any travelers.
If the ashborn arachnae mother at Area A8 has been slain, the surviving
arachnae scatter in confusion, so treat this as no encounter.

ASHBORNE ARACHNAE

XP 2,400

Creature Collection Ill: Savage Bestiary 16
CN Large magical beast

Init +5; Senses darkvision 120 ft., low-light vision, fremorsense
60 ft., tfrue seeing; Perception +20

CR 6

AC 20, touch 10, flat-footed 19 (+1 Dex, +10 natural, -1 size)
hp 76 (9d10+27)

Fort +9; Ref +9; Will +4

Defensive Abilities alien mind; Immune disease, poison;
Resist acid 10, cold 5, electricity 10, fire 5, sonic 5

Speed 40 ft., climb 20 ft.

Melee bite +13 (2dé+6 plus poison)

Space 10 ft.; Reach 5 ft.

Special Attacks poison, web (+9 ranged, DC 17, effects up
to Gargantuan creatures, 9 hp)

Sir 18, Dex 12, Con 17, Int 10, Wis 12, Cha 6

Alien Mind (Ex) Being descended from vermin, ashborne
arachnae have an intelligence that is completely alien to
non-arachnoid creatures. This grants them the ability to
make a second saving throw 1 round later at the same DC
if they fail a saving throw against any mind-affecting spell
or effect (only one exfra chance is given to succeed on

a saving throw). In addition, any non-arachnoid creatfure
attempting to make telepathic contact or detect thoughts
in an arachnae’s mind must make a DC 15 Will save or fail
and be stunned for 1 round. The save DC is Wisdom-based.
Poison (Ex) Bite—injury; save DC 17; frequency 1/round for
6 rounds; effect 1d8 Strength damage; cure 2 consecutive
saves. The save DC is Constitution-based.

True Seeing (Ex) This ability is a natural extension of the
arachnae’s tremorsense ability and functions as the spell of
the same name.

Babau Demons: These vicious brutes sally forth from the ruins of Tsar.
They have forged a truce with Malerix (see Part 3—The Western Front
chapter 8, Area R4) who allows them to pass unmolested. At night they
cloak themselves in darkness in order to creep close to a party in order to
attack with surprise and make sneak attacks.

BABAU DEMON
XP 2,400
hp 73 (Pathfinder Roleplaying Game Bestiary *Demon, Babau”)

CR 6

Belkers: These evil elemental creatures are attracted to the arid
desolation of the Ashen Wastes. They attack travelers with glee but flee if
half of their number are killed.

BELKER

XP 2,400

Pathfinder Roleplaying Game Bestiary 2 “Belker”
NE Large outsider (air, elemental, extraplanar)
Init +5; Senses darkvision 60 ft.; Perception +10

CR &

AC 22, touch 14, flat-footed 17 (+5 Dex, +8 natural, -1 size)
hp 45 (7d10+7)

Fort +3; Ref +12; Will +5

Defensive Abilities smoke form; Immune elemental traits

Speed 30 ft., fly 50 ft. (perfect)

Melee 2 wings +12 (1d6+2), 2 claws +12 (1dé+2), bite +10
(1d8+1)

Space 10 ft.; Reach 10 ft.

Special Attacks smoke claws

Str 14, Dex 21, Con 13, Int 6, Wis 11, Cha 11

Base Atk +7; CMB +10; CMD 25

Feats Lightning Reflexes, Mulfiattack, Skill Focus (Perception),
Weapon Finesse

Skills Escape Artist +12, Fly +18, Perception +10, Stealth +12
Languages Auran

SQ add all special qualities here, listed alphabetically.
Combat Gear gear used in combat; Other Gear gear not
used in combat

Smoke Claws (Ex) A belker in smoke form (see below) can
engulf opponents by moving on top of them. It fills the air
around one Medium or smaller opponent without provoking
an attack of opportunity. The target must succeed on a
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DC 14 Fortitude save or inhale part of the creature. Smoke
inside the victim solidifies into a claw and begins to rip at
the surrounding organs, dealing 3d4 points of damage
per round. An affected creature can aftempt another
Fortitude save each subsequent round to cough out the
semivaporous menace. The save DC is Constitution-based.
Smoke Form (Su) Most of the time a belker is more or less
solid, but at will it can assume smoke form. It can switch
forms once per round as a free action and can spend

up to 20 rounds per day in smoke form. A belker in smoke
form can fly at a speed of 50 feet (perfect). The ability is
otherwise similar to a gaseous form spell (caster level 7th).

Bone Storm: These terrifying weather patterns form quickly and
almost without warning. A DC 30 Survival check can detect the
formation of the storm 1d10 minutes before it hits. The DC drops to
20 if the character has experienced a bone storm out on the Desolation
before. A bone storm is very similar to a sandstorm but is denser with
the powdery ash of the Ashen Waste. The blowing white cloud reduces
visibility to 1d2x5 feet and provides a —4 penalty to Perception checks.
A bone storm is a short affair that arises quickly and lasts 1d10+10
minutes. The tiny bone shards and bits of caustic dust that comprise
the storm deal 1d4 points of damage per minute. If a member of the
party makes a successful DC 20 Survival check, as a full-round action
he can make preparations that make this damage nonlethal. This check
can be made on multiple individuals and animals at the rate of 1 per
round if it done prior to the coming of the storm. In addition to the
damage caused by the storm, the fine, cloying dust carried on the
winds sticks to everything, leaving a thin coat including the inside
of mouths and nostrils. Those within the storm must make a DC 20
Fortitude save every minute or become blinded and begin suffering
from suffocation until a wet rag is used wipe the eyes and nose or
mouth of the victim. This is not possible while still exposed to the
bone storm. If the Survival check for preparations was made prior to
the storm, then that character receives a +5 bonus to these Fortitude
saves. When suffocation begins the character can hold his breath for
2 rounds per point of Constitution. After that he must make a DC 10
Constitution check. This check must be repeated each round with the
DC increasing by +1 for each previous check. If one is failed, the
character falls unconscious and is considered to be at 0 hit points.
In the next round he drops to —1 hit points and is dying. In the third
round he suffocates and dies. Magical shelter such as tiny hut or a
magnificent mansion provides protection from all of these effects as
long as the spell lasts and remains sealed shut. Mundane shelter such
as tents or spells such as rope trick protect from the damage but not
the suffocation and blindness. A necklace of adaptation protects from
any possible suffocation but not from the damage or the chance of
blindness.

Dread Wraith: Thousands of the evil soldiers of Tsar fell in battle with
the Army of Light and later returned as undead monstrosities, forever
seeking revenge upon the living. However, the dread wraiths are the
remnants of powerful champions of evil who fell on the field of battle.
These dark figures vaguely resemble armored ogres, trolls, or even less-
identifiable beasts. They emerge only at night to satiate their lust for death.

DREAD WRAITH

XP 12,800

Pathfinder Roleplaying Game Bestiary “Wraith, Dread”
LE Large undead (incorporeal)

Init +13; Senses darkvision 40 ft., lifesense 60 ft.; Perception +23
Avura unnatural aura (30 ft.)

CR11

AC 26, touch 26, flat-footed 16 (+7 deflection, +9 Dex, +1
dodge, -1 size)

hp 184 (16d8+112)

Fort +12; Ref +14; Will +14

Defensive Abilities channel resistance +2, incorporeal;
Immune undead fraits

Weakness sunlight powerlessness

Speed fly 60 ft. (good)

Melee incorporeal fouch +20 (2dé negative energy plus 1d8
Con drain)

Space 10 ft.; Reach 10 ft.

Special Attacks create spawn

Str —, Dex 28, Con —, Int 17, Wis 18, Cha 24

Base Atk +12; CMB +13; CMD 40

Feats Improved Natural Attack (incorporeal touch), Blind-
Fight, Combat Reflexes, Improved Initiative, Dodge, Mobility,
Spring Attack, Step Up

Skills Diplomacy +23, Fly +30, Infimidate +26, Knowledge
(planes) +19, Knowledge (religion) +22, Perception +23,
Sense Motive +23, Stealth +24

Languages Common, Giant, Infernal

Create Spawn (Su) A humanoid slain by a dread wraith
becomes a full ordinary wraith in 1d4 rounds. Spawn are
under the command of the wraith that created them untfil
its death, at which point they lose their spawn penalties and
become free-willed wraiths. They do not possess any of the
abilities they had in life.

Constitution Drain (Su) Creatures hit by a dread wraith’s
touch attack must succeed on a DC 25 Fortitude save or
take 1dé points of Constitution drain. On each successful
attack, the wraith gains 5 temporary hit points. The save DC
is Charisma-based.

Lifesense (Su) A dread wraith notices and locates living
creatures within 60 feet, just as if it possessed the blindsight
ability.

Sunlight Powerlessness (Ex) A dread wraith caught in sunlight
cannot aftack and is staggered.

Unnatural Aura (Su) Animals do not willingly approach within
30 feet of a dread wraith, unless a master makes a DC 25
Handle Animal, Ride, or wild empathy check.

Dust Mephits: These creatures are attracted to the sere of the Ashen
Waste. They are more curious than evil, but the desolation of the Ashen
Waste has engendered a malevolence in them. They enjoy rendering
travelers helpless and taking their supplies and equipment in order to
leave them to the mercy of the arid wasteland and its denizens. They flee
if clearly overmatched.

DUST MEPHIT
XP 800
hp 18 (Pathfinder Roleplaying Game Bestiary “Mephit, Dust”)

CR2

Ghoul Wolves: These undead predators roam the Desolation in packs
seeking carrion or fresher fare to consume. They are a persistent problem
that can quickly become more than a nuisance to wounded and exhausted
travelers, which they attack in preference to others.

GHOUL WOLF
XP 800
hp 19 (See Area Al)

CR3

Ghouls: These starving carrion eaters roam the wastes in packs looking for
something edible to satiate their eternal hunger. They live in constant torment
due to the slim pickings on the Desolation and eagerly attack travelers in a
gibbering, slavering horde. Anyone who falls in battle is immediately beset
by these as they try to devour the unfortunate soul. During the day there is
a 30% chance they are accompanied by 1d2 ghasts (CR 3; hp 29 each; see
MM). At night there is a 50% chance they are accompanied by 1d6 ghasts.

GHOUL
XP 400
hp 13 (Pathfinder Roleplaying Game Bestiary “*Ghoul”)

CR1
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GHAST
XP 600
hp 14 (See Area A4-7)

CR2

Manticore: These creatures wander in from the broken hills to the east
either driven out by encroaching goblinoid tribes or just on long range
hunting expeditions when the pickings get slim near their lairs.

MANTICORE
XP 1,600
hp 57 (Pathfinder Roleplaying Game Bestiary “Manticore”)

CRS

Nabasu Demon: These creatures appear through the Abyssal gate in the
Chaos Rift with some regularity and hunt the Desolation for game (read:
humanoids) to feed on. They are malign and will pursue potential game
for many days if necessary, choosing the best moment to attack. They
do not enter the Camp, sensing that a powerful undead entity rules there
whose ire they do not wish to raise. They fight to the death.

NABASU DEMON
XP 4,800
hp 103 (Pathfinder Roleplaying Game Bestiary “*Demon, Nabasu”)

CR8

Quicksand: This is a naturally occurring hazard in the Ashen Waste. See
the “Marsh Terrain” section in Chapter 13 of the Pathfinder Roleplaying
Game for rules on quicksand. At night the quicksand is much more difficult
to spot, so raise the Survival check to DC 18 in order to avoid. If this
encounter is rolled while the party is stationary, treat it as no encounter.

Screamers: These insidious undead attack in a shrieking wave and
attempt to possess characters with their malevolence attacks and provoke
them into suicidal actions.

SCREAMER
XP 1,200
hp 34 (See Monster Appendix)

CR 4

Searing Wind: These strange constructs are left over from the vicious
battles that raged across the Desolation. When encountered they appear to
be daggers, spikes, broken blades, and barbed bits of armor collected on
the ground. However, their true nature becomes evident when they leap to
life in a whirlwind of steel and attack those that come near.

SEARING WIND

XP 9,600
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N Huge construct

Init +7; Senses darkvision 60 ft., low-light vision; Perception +12

CR 10

AC 30, touch 11, flat-footed 27 (+3 Dex, +19 natural, -2 size)
hp 118 (12d10+40 plus 12)

Fort +6; Ref +9; Will +4

DR 10/magic; Immune construct traits

Speed 50 ft. (good)

Melee 2d4+4 barbed whirls +16 (1d8+6/19-20)
Space 15 ft.; Reach 15 ft.

Special Attacks barbed whirl

Str 22, Dex 16, Con —, Int 3, Wis 10, Cha 1

Base Atk +12; CMB +20; CMD 33

Feats Combat Reflexes, Great Fortitude, Improved Critical
(barbed whirl), Improved Initiative, Lightning Reflexes,
Toughness

Skills Perception +12

Barbed Whirl (Ex) Due to the dispersed and blowing nature
of the materials making up a searing wind, it can make
2d4+4 melee attacks each round as a full-round action (roll

separately each round). These are divided more or less
evenly among creatures within reach. These aftacks deal
both piecing and slashing damage and are considered
magic for purposes of overcoming damage reduction.

Vargouilles: Swarms of these revolting creatures roam the benighted
plain in search of prey to subject to their incapacitating shrieks and
terrible kisses.

VARGOUILLE
XP 600
hp 19 (Pathfinder Roleplaying Game Bestiary “Vargouille™)

CR2

Vrock Demon: These demons originate from the ruined city. They
teleport in and out to avoid the attention of Malerix at Area R4 in chapter
8. They roam the Desolation seeking to cause pain and destruction to all
they find. They have been trying for several years to destroy the druids at
Area A5, so far without success.

VROCK DEMON
XP 6,400
hp 112 (Pathfinder Roleplaying Game Bestiary “Demon, Vrock”)

CR?9

Will-O’-Wisps: These strange, sadistic creatures venture out upon the
Desolation at night and seek to lead travelers to their doom. They try to
lure them toward quicksand or the nearest lair of another creature so they
can hover nearby and enjoy the suffering of their victims. If they can catch
someone alone, they attack and attempt to slay him themselves.

WILL-O’-WISP
XP 2,400
hp 40 (Pathfinder Roleplaying Game Bestiary “Will-O'-Wisp”)

CR 6

Wraiths: Emerging only at night, these are the remnants of some of the
foul warriors that fell in battle against the Army of Light. As such they
appear to still be outfitted in armor and carrying weapons. This has no
effect upon their statistics. Now they seek only to destroy all who draw
breath.

WRAITH
XP 1,600
hp 47 (Pathfinder Roleplaying Game Bestiary “Wraith”)

CRS

Fixed Encounters

The encounter areas of the Ashen Waste begin with an “A” and are
followed by a numeral designating the specific encounter. Different areas
in the encounters are designated by a hyphenated number following the
“A” and the numeral. For example the Crystalline Pool is identified as
A5-3.

A1. Screamer Sign

(CR 8and 6)

The lonely winds blowing their powdery dust are all the company
you have in this ashen plain. Not even a small hill breaks the
monotony around you. This changes as you spy something on the
ground ahead. It looks like it may be bodies — recent if the dark
stains visible upon them are any indication.

Approaching, the party finds two corpses lying on the ground. Both are
but a few days dead with the blood on their clothing and armor mostly
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dry and a light layer of the white ash stuck to the tacky ooze. They are a
chainmail-clad dwarf and a leather-clad human. Both obviously died in
battle from the wounds they bear. However, a DC 20 Heal or Intelligence
check indicates that the wounds on their bodies match the weapons they
hold in their own hands. The human bears many thin stab wounds and still
clutches a bloody rapier. The dwarf has vicious, deep cuts and gouges and
still clutches the broken haft of a battleaxe. A DC 10 Perception check or
just rolling his body over reveals the blade of the axe sunk deep into the
calf of his right leg, seemingly self-inflicted. A DC 18 Perception check
identifies that these two combatants were not engaged with any foes that
left tracks. They just seemed to be fighting themselves. The check also
reveals a single set of light tracks left by a Medium humanoid leading off
to the northeast.

These were adventurers who ran afoul of a pack of screamers
two days ago. The rogue and fighter succumbed to the screamers’
malevolence attacks and killed themselves. The group’s sorceress
managed to escape and fled blindly into the Ashen Waste. A successful
Survival check made each mile is able to follow the fleeing tracks all
the way to area A5 where they are lost at the edge of the garden (see
Area AS5-5 for details). A speak with dead cast on the corpses is able to
learn the adventurers’ names — Farren (the rogue), Gorbit Stonebiter
(the dwarf), and Vilgara (the escaped elven sorceress) — the fact that
they hale from a village southwest of Bard’s Gate called Crimmor, and
that they came to the Desolation in search of a magical crown said to
be buried with a deceased angel. (They unknowingly refer to Azarkites
at Area A6 but have their facts wrong — it is actually a ring and was
not buried with him but lost at the time of his death. See Slumbering
Tsar: The Hidden Citadel for further details.) They don’t know where
their quarry lies and had just begun their explorations when the attack
occurred. If asked, they can explain that they were attacked by ghosts
but then lost control of their bodies. They watched horrified as they
hacked themselves apart.

Creatures: If the party remains here for more than 5 minutes, a pack
of 9 ghoul wolves following the smell of carrion arrives and opts for the
fresh meat of the still-living characters instead. These resemble wolves
with matted fur that is torn away from their putrid flesh in patches. Stark
white eyes look out above broken, yellowed fangs.

GHOUL WOLVES (9)

XP 600
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NE Medium undead

Init +2; Senses darkvision 60 ft., scent; Perception +9

CR2

AC 14, fouch 12, flat-footed 12 (+2 Dex, +2 natural)

hp 18 (4d8)

Fort +1; Ref +3; Will +6

Defensive Abilities channel resistance +2; Immune undead
traits

Speed 50 ft.

Melee bite +7 (1dé+4 plus paralysis)

Special Attacks paralysis (1d4+2 rounds, DC 12, elves are
immune to this effect), trip

Str 17, Dex 15, Con —, Int 4, Wis 14, Cha 10

Base Atk +3; CMB +6; CMD 18 (22 vs. trip)

Feats Skill Focus (Perception), Weapon Focus (bite)

Skills Perception +9, Stealth +6, Survival +2 (+6 tracking by
scent), Swim +5

Development: If the PCs return to this spot or remain here for longer
than an hour, they are beset by 2 screamers drawn to the area by the
recent violence.

SCREAMERS (2)
XP 1,200
hp 34 (See Monster Appendix)

CR4

A2. Sir Martimus the Lost
(CR 8)

Fragments of brittle bone crunch underfoot as you cross this
forlorn landscape. There is no sign of vegetation, and it seems
the earth has been pounded and dried into a fine chalky dust by
the tread of countless feet. The slightest breeze stirs this dust and
creates a choking haze in the air. A field of boulders comes into
view ahead. The clip-clop of a horse’s hooves comes to your ears
at the same time as you see a lonely rider slowly plod from behind
one of the boulders. The rider approaches wearily with slumped
shoulders, and you can see he is a knight. His armor is battered and
dingy, and his shield bearing the bloody sword of Muir is marred
by a great dent. Grizzled hair and beard protrude from beneath his
helmet. A ragged noose dangles from around his neck. His horse
is a bony nag that appears barely able to walk. Nonetheless as he
lowers his crooked lance the decrepit steed breaks into a canter and
then a gallop as it charges towards you.

Creature: This sad character is Sir Martimus, the last surviving
member of Lord Bishu’s company, the Fifty and One, sent to secure the city
so many generations ago — surviving in the sense that he hasn’t succumbed
to undeath. This fallen paladin is well over 300 years old and wishes he
could die, but has been cursed by his fall from grace to never die except in
battle. The noose around his neck has hung there for over a century as mute
testament to his attempts to end his own miserable existence. Whether it is
the cynical humor of Orcus or the vengeful wrath of his betrayed patroness,
fate has not allowed him to die despite his most fervent efforts.

SIR MARTIMUS THE LOST

XP 4,800

Male human fallen paladin of Muir 9
CE Medium humanoid (human)

Init +0; Perception +4

CR8

AC 20, touch 10, flat-footed 20 (+8 armor, +2 shield)
hp 99 (9d10+36 plus 9)
Fort +10; Ref +3; Will +8

Speed 20 ft.

Melee mwk lance +15/+10 (1d8+6/x3 plus disease) or +2
vicious heavy pick +15/+10 (1dé+4/x4 plus disease)
Special Attacks disease

Str 18, Dex 10, Con 19, Int 13, Wis 14, Cha 6

Base Atk +9; CMB +13; CMD 23

Feats Lunge, Mounted Combat, Power Attack®, Ride-By
Attack, Spirited Charge, Weapon Focus (lance)

Skills Handle Animal +6, Heal +11, Intimidate +2, Knowledge
(local) +7, Knowledge (nobility) +6, Knowledge (religion) +6,
Perception +4, Ride +3

Languages Common, Dwarven

Gear battered half-plate, heavy steel shield, masterwork
lance, +2 vicious heavy pick

Disease (Ex) The Shakes: Contact; save DC 18; onset 1 day;
frequency 1/day; effect 1d8 Dex; cure 2 consecutive save.
The save DC is Constitution-based.

Martimus has suffered from the shakes for over 80 years.

The nature of his curse keeps him perpetually infected as a
carrier but will not let him deteriorate too far to function. Any
personal contact with Martimus, including being struck by
his weapons, risks infection and requires a Fortitude save.
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Martimus is rail thin and has a wracking cough from his long, miserable
existence. If his helmet visor is raised it reveals a haggard face scarred
from old burns and pocked from disease. His jaundiced eyes are bloodshot
and red-rimmed. His hair and beard are thin and grizzled. He trembles
perpetually due to his diseased condition and appears barely able to walk,
much less fight.

Martimus’s steed is a shadow of its former self. Though skin remains
stretched taut over its bones, it is actually an undead creature bound to
its master until he is destroyed. Treat it as a heavy warhorse skeleton in
combat.

HEAVY WARHORSE SKELETON
XP 400

Advanced horse skeleton (Pathfinder Roleplaying Game
Bestiary "Horse,” "Skeleton”)

NE Large undead

Init +9; Senses low-light vision, scent; Perception +0

CR1

AC 16, touch 14, flat-footed 11 (+5 Dex, +2 natural, -1 size)
hp 9 (2d8)

Fort +0; Ref +5; Will +3

DR 5/bludgeoning; Immune cold, undead fraits

Speed 50 ft.
Melee 2 hooves +5 (1dé+5) and bite +5 (1d4+5)
Space 10 ft.; Reach 5 ft.

Str 20, Dex 20, Con 2—, Int —, Wis 10, Cha 10
Base Atk +1; CMB +7; CMD 21 (25 vs. trip)
Feats Improved Initiative®

Tactics: The party first spots Sir Martimus through the haze when
he is 50 feet away. Unless they immediately prepare for hostilities, his
charge attack catches them by surprise. He targets his lance at the most
formidable-looking character, and on a successful hit while charging deals
triple damage with his Spirited Charge feat. He then continues past and
wheels around. He continues to charge with his lance until a character
readies a weapon against a charge attack. He then switches tactics,
dropping his lance and using his heavy pick with his Ride-By Attack
feat. He is not hesitant about using the +2 vicious heavy pick because he
really doesn’t care if he dies and welcomes the damage dealt to him by the
special properties of the weapon. If his mount is destroyed, he attempts to
maneuver between two of the boulders to limit the number of characters
that can attack him. He fights to the death and lets out a grateful sigh when
finally killed. If somehow captured, he will provide no information to the
PCs, maintaining a stubborn silence, saying only that his memoirs are in
the “rat’s roost” (see Slumbering Tsar: The Hidden Citadel).

A3. Dig Site (CR 6)

Through the haze of dust ahead you spy a lone figure standing
on the plain. It appears to be a warrior in chainmail with no visible
weapon. He does not appear to take notice of you and makes no
moves.

Creatures: This strange individual is a phantom, the mysterious
remnant of a warrior killed long ago on this field of battle. Many have
spied this figure from a distance, but few dare to approach because of
the rumors of death whispered about it. A phantom is a residual image
of someone meeting a violent death, but this one bears no marks or
signs of the violence it experienced. No one knows how this unnamed
warrior died, and magical divinations have revealed nothing as to what
horrible fate it could have met to induce such a lingering state. Its slight
translucence is not even detectable until someone approaches within 30
feet at which point they are subjected to its fear gaze if they approach
from its front side.

The rumors of this apparition only hint at the true danger here. The
phantom is basically harmless and never moves or speaks. However, a
strange symbiotic relationship has developed between it and an ancient
advanced dust digger hidden in the powdery soil beneath it. The dust
digger resembles a giant, starfish buried under the sand, its five arms
played about a central fang-filled maw. It relies on the phantom’s fear
gaze to thin out potential opponents but the inherent curiosity that it
seems to generate to draw at least one victim within range of its attack.
It lies directly beneath the phantom and attacks as soon as someone steps
within its clutches. The phantom never averts its gaze, so the dust digger
never comes into the gaze’s area of effect. The incorporeal phantom is,
of course, unaffected by the dust digger’s attack and continues to stand
undisturbed and oblivious staring off into eternity.

ADVANCED DUST DIGGER

XP 1,600
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N Large aberration

Init +0; Senses darkvision 60 ft., fremorsense 60 ft.;
Perception +10

CR5

AC 17, touch 9, flat-footed 17 (+8 natural, -1 size)
hp 68 (8d8+32)
Fort +6; Ref +2; Will +6

Speed 10 ft., burrow 10 ft.

Melee 5 tentacles +8 (1d6+3 plus grab) and bite +8 (2d6+3)
Space 10 ff.; Reach 10 ft. (5 ft. with bite)

Special Attacks sinkhole, swallow whole (1d6+3 plus 1d8
acid damage, AC 13, 10 hp)

Str 16, Dex 10, Con 19, Int 2, Wis 11, Cha 10

Base Atk +6; CMB +10 (+14 grapple); CMD 20 (24 vs. trip)
Feats Improved Natural Armor, Improved Natural Attack
(bite), Skill Focus (Perception), Skill Focus (Stealth)

Skills Perception +10, Stealth +10 (+18 sandy terrain)

SQ earth glide

Earth Glide (Ex) A dust digger can glide through sand, loose
soil, or other loosely packed earth as easily as a fish swims
through water. Its burrowing leaves behind no tunnel or
hole, nor does it create any ripple or signs of ifs presence.

A move earth spell cast on an area containing a burrowing
dust digger flings the creature back 30 feet, stunning it for 1
round unless it succeeds on a Fortitude save.

Sinkhole (Ex) A buried dust digger can deflate its body as a
standard action, causing the sand above it to slide foward
its maw. A creature standing on a space occupied by a
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buried dust digger when it deflates is immediately subjected
to the dust digger’s grab.

Phantom (Haunt, Undead)—Hazard CR3
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Causes fear by gaze to any living creature within 30 feet
of it (Will save DC 15 negates). Affected creatures flee in
terror for 1dé rounds. If the save is successful, that creature
cannot be affected by that phantom’s fear for one day. It
cannot be harmed, but a dismissal or banishment causes it
to disappear for 1 round per caster level.

Treasure: Concealed beneath the bulk of the dust digger’s body are its
collected treasures. These consist of a battered suit of half-plate, an amulet
of mighty fists +1, and an unlocked iron chest holding 55 gp, 342 sp, and
a wand of detect secret doors (21 charges).

A4. Tomb of the
Sleeping Knight

This lonely monument is all that is left of a contingency plan left behind
by the mighty Zelkor to ensure that Tsar and the surrounding plains did
not fall back into enemy hands after a passage of time when others might
have grown less wary. To this end the archmage commissioned a war
captain and his company to serve as a reserve force. The war captain,
a powerful aasimar fighter named Argos, volunteered for the duty and
was placed in a magical state of suspended animation. His company of
warriors was likewise placed in a similar state. Zelkor placed them in a
reinforced bunker with a magical timing device that in fifty years would
release Argos from his sleep. He could then wake his comrades, and a
battle-ready force, who had not forgotten the terrible battles and grim
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consequences of failure, would be on hand to undo any extent that the
followers of Orcus may have been able to recover in the city.

The move by Zelkor proved to be one of the archmage’s most foresighted
moments yet ill-conceived plans. He could not have known the terrible
fate that awaited the Army of Light but considered that it could fail to
eradicate the disciples of Orcus completely and leave an open door for
them to reestablish their hold on the region. He also reckoned that it was
possible that a future generation may have forgotten the horrible costs of
this war and might not have the determination to see it through to the bitter
end, whereas a veteran of the campaign would not have any such problem.
The bunker was built to resemble a knight’s tomb to divert suspicion on
a plain filled with many tombs and graves and sealed against intruders.
Unfortunately Zelkor underestimated the effects of the harsh climate
created in the Desolation by the ravages of war. The storms and acid rain
created a structural weakness that breached the tombs integrity and caused
the wizard’s carefully laid plans to go awry.

A4-1. Tomb’s Exterior

The edifice rising before you from the ashen plain is constructed of
some dense gray stone. A buttress emerges from the center of each
of its four walls reinforcing its squat structure and making it look
impregnable to any assault. On either side of each buttress is a large
statue in bas-relief of an armored knight, hands crossed at his waist
and resting on the pommel of a down-turned sword. His bare head is
bowed with eyes closed as if asleep or grieving — or perhaps dead.
Each statue is subtly different in its details, but each appears to depict
the same individual. The gray walls and statues are stained darker
by centuries of weathering. Atop the entire building is a dome built
of the same gray stone. The look of impregnability is belied here by
a large crack that has formed at the apex and runs partially down
one side of the dome, probably from the years exposed to the harsh
conditions of the Desolation. There is no visible entrance.

The building is much as it appears. All of the walls are at least three
feet thick and composed of heavy ashlars fitted seamlessly together. The
only intended ingress is a secret door well hidden on the west side of the
building (DC 30 Perception check to locate) that is locked. Climbing to
the roof (DC 25 Climb check) allows the party to examine the cracked
dome. The stone dome is three feet thick and has a large fracture at the top
and descending the south side. Careful examination of the 1-inch-wide
crack reveals that in places it has broken all the way through into an open
space below. The crack is not straight so it is impossible to peak through
for a look inside, though widening the hole or finding some means to pass
through the tiny space would allow entry.

Stone Walls and Dome: 3 ft. thick (or more); Hardness 8; hp
90 (per foot of thickness); Break (DC 50).

Locked Stone Secret Door: This well-crafted door is part of one of
the knight statues and blends virtually seamlessly in with the surrounding
stonework. It is locked and there is no mechanism for opening it or
unlocking it from the outside. It is also double-barred from the inside, so
at least two knock spells are necessary to open it. From the inside it is easy
to see and undo the locking mechanism. The door is counter-weighted, so
once it has been unsecured it opens smoothly and easily.

Locked Stone Secret Door: 1 ft. thick; Hardness 8; hp 90;
Break (DC 28).

A4-2. Entry Chamber (CR 11 or 12)

This small featureless chamber is little more than a widening in the stone
passageway. The ceiling is 10 feet high and there is no light source. A
stuffiness lingers in this area that has not felt a current of fresh air in centuries.

The secret door is easily visible from this side with a locking mechanism and
two bars that are a simple matter to remove to allow the door to swing open.

Creatures: Zelkor left guardians in this room just in case the secret
door should ever be breached. Any living (or unliving) creature that enters
this area activates a dormant summoning left in place by Zelkor long ago.
Appearing in the room are 4 azer warriors brought for the Elemental
Plane of Fire and tasked with destroying any intruders other than Argos
or one of his men.

AZER WARRIORS (4)
XP 3,200

Male azer warrior 6 (Pathfinder Roleplaying Game Bestiary 2
“Azer”)

N Medium ouftsider (extraplanar, fire)

Init +1; Senses darkvision 60 ft.; Perception +9

CR7

AC 24, touch 11, flat-footed 24 (+5 armor, +1 Dex, +é natural,
+2 shield)

hp 70 (2d10+2 plus 6d10+6 plus 14)

Fort +8; Ref +6; Will +6

Immune fire; SR 19

Weakness vulnerability to cold

Speed 20 ft.

Melee mwk warhammer +12/+7 (1d8+2/x3 plus 1 fire) or mwk
shortspear +11/+6 (1d6+2 plus 1 fire)

Ranged mwk shortspear +10 (1dé+2 plus 1 fire)

Special Attacks heat

Str 14, Dex 13, Con 13, Int 12, Wis 12, Cha ¢

Base Atk +8; CMB +10; CMD 21

Feats Greaft Fortitude, Power Attack, Weapon Focus
(warhammer), Toughness

Skills Acrobatics +2, Appraise +8, Climb +5, Craft (armor)
+6, Craft (weapons) +6, Handle Animal +3, Intimidate +4,
Perception +9, Ride +2, Stealth +5, Survival +4
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Languages Common, Ignan
Gear masterwork scale mail, masterwork heavy steel shield,
masterwork warhammer, masterwork shortspear

Heat (Ex) An azer generates so much heat that its mere
touch deals an additional point of fire damage. An azer’s
metallic weapons also conduct this heat.

Tactics: The azers appear in a cloud of smoke and brimstone in the
party’s midst. Three immediately move to attack, attempting to flank
lightly armored party members, while the fourth runs to the east to release
the rasts in Area A4-3. If the rasts come to aid the azers, the Encounter
Level of this area rises to 12.

A4-3. Rasts in the Mist (CR 9)

Read the italicized portion of the boxed text only if the azers have not
previously released the rasts from their confinement.

This chamber is roughly square with a pair of bronze double doors
in the south wall. Each door bears the image of a starburst bisected
by a flaming sword. In the east and north walls are shallow alcoves
each of which holds a small statuette — approximately waist high —
of a maiden, head bowed in weeping. In the center of the chamber
is a short pedestal. Whirling atop this pedestal and reaching nearly
to the ceiling 10 feet overhead is a spinning vortex of red mist, like a
small tornado fixed in place. Forms are faintly visible in the mist, but
whom or what they are is unclear. The room is unusually hot, and the
smell of brimstone hangs strongly in the air.

The statues are meant to further the false image that this is a tomb,
however a successful DC 30 check with Bardic Knowledge or the a
skill check with Knowledge (history, nobility, or planes) identifies the
starburst symbol on the door to be that of the aasimar hero, Argos, who
disappeared from legends around the time of the Battle of Tsar hundreds
of years ago. None of the legends allude that he was killed in the battle,
though. This is a small hint that things are not all as they seem in this
“tomb”.

Creatures: This room holds the second set of guardians left by Zelkor
to protect Argos’s slumber. Swirling in the red tornado are 4 rasts. If
anyone or anything touches the red cyclone it immediately slows its spin
and dissipates releasing the rasts into the room. Like the azers in Area
A4-2, they attack anyone other than Argos or his henchmen. They assist
the azers if given the chance. The vortex is extremely hot and inflicts 2d6
points of fire damage to anything toughing it.

RASTS (4)

XP 1,600

Pathfinder Roleplaying Game Bestiary 2 “Rast”
N Medium ouftsider (extraplanar, fire)

Init +5; Senses darkvision 60 ft.; Perception +7

CR5

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 30 (4d10+4 plus 4)

Fort +2; Ref +5; Will +5

Immune fire

Weaknesses vulnerability o cold

Speed 5 ft., fly 60 ft. (good)
Melee 4 claws +6 (1d4+2) or bite +6 (1d8+3 plus grab)
Special Attacks blood drain, paralyzing gaze

Str 14, Dex 12, Con 13, Int 3, Wis 13, Cha 12

Base Atk +4; CMB +6 (+10 grapple); CMD 17 (21 vs. trip)
Feats Improved initiative, Toughness

Skills Fly +10, Perception +7, Stealth +7

$Q flight

Blood Drain (Ex) A rast drains blood from a grappled
opponent, dealing 1 point of Constitution drain each round
the hold is maintained.

Flight (Su) A rast can cease or resume flight as a free action.
A rast that loses this ability falls and can perform only a single
action (either a move action or an attack action) each
round.

Paralyzing Gaze (Su) Paralysis for 1dé rounds, 30 feet,
Fortitude DC 13 negates. The save DC is Charisma-based.

Trapped Bronze Doors: These doors are locked and trapped. The only
key is interred with Argos, and the trap is activated from either side of
the doors if the key is not used in any attempt to open them. If the trap
is activated, two scorching rays fire (one from each door) targeted at
whoever is closest to the doors. The trap resets itself after 1 round.

SCORCHING RAY TRAP
Type magical; Perception DC 27; Disable Device DC 27

CR3

Trigger touch; Reset automatic
Effect Atk +9 ranged fouch; spell effect (scorching ray, 2
separate rays, 4dé6 fire)

Locked Bronze Doors: 3 in. thick; Hardness 9; hp 60; Break
(DC 28); Disable Device (DC 25).

A4-4. Domed Chamber (CR 1)

Motes of dust float in this chamber disturbed by a slight air
current from above. A high dome arches overhead, its underside
marred by a large crack running from the apex down the southern
portion. The air current seems to enter through this. Chunks of
stone have fallen away from the dome along this fault line leaving
debris strewn across the floor. At some time in the past one such
chunk tumbled directly onto a marble table sitting in the center of
the room. Pieces of rubble still rest on this table along with shards
of glass and bits of twisted metal where something that once stood
upon the table has been smashed to bits. Standing sarcophagi
covered in gold leaf rest against the east and west walls of the
chamber. Each is decorated with the image of knight, eyes closed
in death.

This chamber once held the time device devised by Zelkor to free
Argos from his stasis when the requisite fifty years had passed. This
contraption was a magical hour glass resting on the central table.
When the time had passed the hourglass would automatically flip
which would magically summon the guardian azers (see Area A4-
2) to this room. The azers would then open the eastern sarcophagus
to release Argos and serve him for a year in his mission against the
followers of Orcus as stipulated in the agreement negotiated with
Zelkor. Unfortunately weathering on the dome above caused the crack
to appear and portions of the ceiling to fall into the room below. One
such piece landed directly on the magical hourglass smashing it into
a thousand pieces and preventing it from completing its function.
As a result the azer were never summoned to release Argos and can
now only be encountered as guardians if summoned to Area A4-2 by
the presence of intruders. A DC 15 Knowledge (engineering) check
can identify the tiny fragments of having once been part of a large
hourglass.

Each of the sarcophagi is stuck shut (Break DC 20 to open) and holds
a skeletal corpse in battered and dented half-plate armor. These are both
warriors slain on the field of battle outside Tsar. Concealed behind each
is a secret door. A DC 22 Perception check is required to locate one of
these doors.
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Creature: Currently this room serves as the lair of Kolscillisk, an
aranea sorcerer, who enters and leaves through the dome by way of
gaseous form. He has found this to be a relatively safe lair in the midst of
the Desolation and lives here in seclusion, leaving only to hunt or explore
the surrounding area for treasure. He has detected the magical trap on the
northern double doors and has never tried to open them. Likewise he fears
undead in the sarcophagi and has, therefore, never tried to open them.
He has not discovered the secret door to the south. He is content to leave
things well enough alone and just use this one chamber as a secure safe
room against the dangers of the surrounding area.

KOLSCILLISK (HYBRID FORM)

XP 25,600

Male aranea sorcerer 9 (Pathfinder Roleplaying Game
Bestiary 2 “Aranea”)

NE Medium magical beast (shapechanger)

Init +6; Senses darkvision 60 ft., low-light vision, fremorsense
60 ft.; Perception +11

CR13

AC 17, touch 15, flat-footed 13 (+1 deflection, +3 Dex, +1
dodge, +2 natural)

hp 74 (3d10+6 plus 9dé+18)

Fort +8; Ref +9; Will +10

Defensive Abilities swarm affinity; Immune magic missile

Speed 50 ft., climb 25 ft.

Melee bite +10 (1d6 plus poison)

Special Attacks web (+10 ranged, DC 18, hp 12)

Spells Known (CL 12th, ranged touch +10):

6th (3/day)—flesh to stone (DC 19)

5th (5/day)—interposing hand, private sanctum

4th (6/day)—confusion (DC 17), giant vermin, ice storm (DC
17), lesser globe of invulnerability

3rd (7/day)—clairaudience/clairvoyance, gaseous form,
lightning bolt (DC 16), poison (DC 16), stinking cloud (DC 16)
2nd (7/day)—acid arrow, daze monster (DC 15), false life,
glitterdust (DC 15), invisibility, summon swarm

1st (7/day)—bleed (DC 14), endure elements, feather fall,
grease (DC 14), mage armor, magic missile

0 (at will)—acid splash, daze (DC 13), detect magic, detect
poison, disrupt undead, ghost sound (DC 13), light, open/
close, read magic

Bloodline verminous*

Str 11, Dex 16, Con 14, Int 14, Wis 13, Cha 16

Base Atk +7; CMB +10; CMD 22 (26 vs. trip)

Feats Agile Maneuvers, Combat Casting, Combat Expertise,
Dodge?, Eschew Materials?, Improved Initiative, Iron Willg,
Stealthy, Weapon Finesse

Skills Acrobatics +14 (+16 jump), Climb +19, Escape Artist
+13, Knowledge (arcana) +14, Perception +11, Spellcraft
+14, Stealth +13, Survival +9

Languages Common, Infernal, Sylvan

SQ bloodline arcana, bloodline powers (vermin sight, swarm
affinity, carapace of the vermin), change shape (humanoid,
hybrid; polymorph)

Combat Gear 3 beads of force, wand of dispel magic (CL:
6, 22 charges); Other Gear ring of protection +1, ring of
counterspells (fireball), brooch of shielding (87 hp)

Poison (Ex) Bite—injury; save Fort DC 22; frequency 1/round
for 4 rounds; effect 1dé Strength damage; cure 1 save. The
save DC is Constitution-based.

*See Sidebox

Verminous Bloodline

The taint of vermin and filth runs through your veins, ever
calling you to the gutters and vile, dark corners of the world.

Class Skill Survival

Bonus Spells endure elements (3rd), summon swarm (5th),
poison (Tth), giant vermin (9th), insect plague (11th), harm (13th),
creeping doom (15th), symbol of insanity (17th), antipathy (19th).

Bonus Feats Athletic, Blind-Fight, Dodge, Great Fortitude,
Improved Initiative, Improved Unarmed Strike, Scorpion Style,
Skill Focus (Knowledge [nature])

Bloodline Arcana You can use beast shape spells to assume the
form of appropriately sized creatures of the vermin type as well as
creatures of the animal type.

Bloodline Powers The spawn of vermin lurk just beneath your
skin and answer to your mental call.

Vermin Sight (Su) At 1st level, you gain darkvision 60 ft. and
tremorsense 60 ft.

Swarm Affinity (Ex) At 3rd level, swarms of vermin recognize
you as one of their own. You can walk among vermin swarms
without fear of being harmed by them at all.

Carapace of the Vermin (Ex) At 9th level, your flesh becomes
chitinous and more rigid, increasing your natural armor bonus by
+1. At 11th level, this bonus increases to +2, and at 17th level it
increases to +3. In addition at 11th level, small mandibles develop
in your mouth and you gain a poisonous bite attack. If used as part
of a full-round action, the bite is made at your full attack bonus
—5. On a hit it deals 1d6 points of damage plus half your Strength
modifier. Poison (bite—injury; save Fort DC 10 + 1/2 Hit Dice +
Con modifier; frequency 1/round for 4 rounds; effect 1d2 Strength
damage; cure 1 save). If you already have a poisonous bite, your
bite remains unchanged but the DC for the poison’s Fortitude save
increases by 4.

Swarm Carrier (Su) At 15th level, the larva of countless vermin
gestate within your flesh. They are clearly visible as small lumps
and masses shifting across your body as they move about beneath
your skin. Once per day as a free action, you can open your mouth
and vomit forth swarms from your gullet just as if you had cast a
creeping doom spell (caster level 15th).

Verminous Apotheosis (Su) At 20th level, you are more vermin
than not. You gain all of the immunities of vermin and command
all vermin (including swarms) within 30 feet that have fewer
Hit Dice then you. The Hit Dice of each swarm or vermin is
considered separately. Once the vermin or swarms have left the
area of effect, they continue to obey your telepathic commands
for 1d6+2 rounds. If they come back within the area of effect
they come under your control again. Three times a day as a move
action you can change shape into vermin swarm of your choice.
This transformation lasts for 1 round per level. You can change
back at will as a move action.

Tactics: How Kolscillisk reacts to the party depends upon how they enter
the chamber. If they manage to enter through the ceiling rather quietly,
they are likely to catch him off guard in spider form rummaging through
his treasures and gain a surprise attack against him. If they come from
Area A4-3, he more than likely hears them tampering with the doors and
assumes his humanoid appearance before turning invisible and observing
them. In either case, he has no wish to give up his safe house to intruders
and attacks as soon as a good opportunity presents itself. He prepares
for combat by casting mage armor and opens combat with confitsion. If
pressed he turns invisible again before changing shape and climbing to
the dome. He uses ranged spells from there and grease and his wand to
discourage climbers and flyers. He tries to avoid melee and if pressed
changes to gaseous form to escape through the cracked dome.
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Locked Secret Door: The secret door to the south can be located with
a DC 20 Perception check. If found it is also discovered to be locked. The
locking mechanism can be located with a DC 25 Perception check and
easily manipulated to open it. Otherwise the secret door has to be opened
magically or with brute force.

Stone Secret Door: 4 in. thick; Hardness 8; hp 60; Break (DC 28).

Treasure: If pealed off of the sarcophagi (a process requiring an hour
per sarcophagus), the gold leaf is worth 150 gp for each. The aranea keeps
his treasures in a large gunnysack in the corner. In addition to a blanket
and his food supplies (several small desiccated animals he has drained
of blood and is saving for later to consume) he keeps 435 gp, 2,341 cp,
a platinum scepter (1,050 gp), a +2 handaxe, and 3 blocks of incense of
meditation.

A4-5. The Black Death (CR 7)

Creature: Beyond the secret door is a small, 10-ft.-by-10-ft. chamber.
Crammed in here and filling the floor to the depth of 3 feet is a black
pudding. When the secret door opens it spills out gaining a surprise
attack. This ooze is extremely hungry and does not retreat until it has fed.

BLACK PUDDING
XP 3,200
hp 105 (Pathfinder Roleplaying Game Bestiary “Black Pudding”)

CR7

A4-6. Sepulcher of Argos (CR 7)

The secret door opens onto a musty chamber with stale air but
strangely free of dust. A marble slab dominates the center of the
room upon which lies a supine form draped in a gauzy, white
shroud. The man’s face is visible and is achingly beautiful with
flawless alabaster skin, flowing blond hair, and an inner radiance of
peace in death. Against the wall behind this magnificent, perfectly
preserved corpse is an armor stand and weapons rack. Adorning
these is a beautifully crafted suit of golden chainmail, silvery helm
and mithral shield along with an assortment of weapons of the
finest quality. The silence is disturbed by a sudden intake of breath.
The figure on the slab stirs.

Creature: This is the temporary resting place of Argos, an aasimar
knight, dedicated to the eradication of demonkind and its ilk. Zelkor left
this warrior here with a company of faithful followers because he felt they
would be the most dedicated to carrying on the battle against any new
dangers from Tsar, if necessary, without wavering or becoming distracted
from the goal. Argos was a well-known hero in the Army of Light who
served with distinction early in the campaign but missed the final stages
due to Zelkor’s plan to guard against future threats. His magical sleep
remained in place until the door to his chamber was opened at which point
he began to awake.

ARGOS

XP 3,200

Male aasimar fighter 7/cleric of Mitra 1 (Pathfinder
Roleplaying Game Bestiary " Aasimar”)

LG Medium outsider (naftive)

Init +2; Senses darkvision 60 ft.; Perception +10
Aura good

CR7

AC 24, touch 12, flat-footed 22 (+9 armor, +2 Dex, +3 shield)
hp 70 (7d10+14 plus 1d8+2 plus 7)

Fort +9; Ref +4; Will +6 (+8 vs. fear)

Defensive Abilities bravery +2; Resist acid 5, cold 5,

electricity 5, fire 10

Speed 30 ft.

Melee +1 holy laming longsword +13/+8 (1d8+7/19-20) or
mwk silver dagger +11/+6 (1d4+2/19-20)

Special Attacks channel positive energy é/day (1dé, DC 13),
sponfaneous casting (cure spells)

Spell-like Abilities (CL 8th):

1/day—daylight

Domain Spell-like Abilities (CL 1st)

5/day—battle rage, touch of good

Cleric Spells Prepared (CL 1st):

1st—bless, detect evil, protection from evil®

0 (at will)—create water, light, virtue

D domain spell; Domains Good, War

Str 17, Dex 14, Con 15, Int 14, Wis 15, Cha 16

Base Atk +7; CMB +10 (+12 sunder); CMD 22 (24 vs. sunder)
Feats Cleave®, Great Cleave®, Improved Sunder, Leadership,
Mounted Combat®, Power Attack, Weapon Focus
(longsword), Weapon Specialization (longsword) ®

Skills Diplomacy +14, Knowledge (planes) +10, Knowledge
(religion) +10, Perception +10, Ride +11, Swim +8
Languages Celestial, Common, Draconic

SQ armor fraining 2, weapon fraining 1 (heavy blades)
Combat Gear 5 javelins of lightning, 3 potions of cure
moderate wounds (CL 5); Other Gear celestial armor, +1
mithral heavy shield, helm of minor fire resistance (functions
asring), +1 holy laming longsword named Carathax,
masterwork silver dagger, backpack with diamond worth
500 gp. 50 pp, and a silver cylinder with a crystal orb at one
end worth 25 gp

Development: The party has several options as to how they wish to
proceed here. If they are of an evil bent or particularly avarice mindset,
they may covet the aasimar’s equipment. It takes Argos 1 round to fully
wake up, so the party could probably do him in if they so chose. If they
allow him to wake, he is Friendly unless they are threatening or are pawing
through his possessions, etc. He can provide all of the information in the
“Army of Light” sidebar found in Chapter 3 as well as the purpose of this
tomb and his magical sleep. He will immediately want to gird himself
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for battle and then go rouse his warriors in Area A4-7. He is aware of the
black pudding in Area A4-5 and the door trap between A4-3 and A4-4, as
well as, the rasts and azers in Areas A4-2 and A4-3 who were intended to
serve him after he awoke. He was not aware that Kolscillisk had taken up
residency in the tomb.

Argos is provided here as a potential replacement PC if one of your
players has lost his character already in the adventure, ready to carry on
the quest with appropriate zeal. If his presence is not necessary he can
instead choose to pursue the Army of Light to discover their fate and
complete their task if he can. In this case he bestows his sword upon the
party as an offering of thanks for his wakening and in exchange for a
promise to continue their exploration of Tsar and to destroy any disciples
of Orcus or demons within.

Treasure: Hanging on the rack are Argos’s possessions consisting of
a suit of celestial armor, a +1 mithral heavy shield, a helm of minor fire
resistance (functions as the ring), a scabbarded +1 holy flaming longsword
named Carathax, a quiver of 5 javelins of lightning, and a masterwork
silver dagger. A small secret panel beneath the rack (Perception DC 20 to
locate) conceals a small niche holding a backpack with 3 potions of cure
moderate wounds (CL 5), a diamond (500 gp), 50 pp, and a silver cylinder
with a crystal orb at one end worth 25 gp. This last item is the key to
the bronze doors in Area A4-4. If touched to the doors, they immediately
unlock, and the trap is deactivated until they are shut again.

A4-7. The Ravenous Sleepers (CR 7)

A foul stench hits you like a physical blow when the stone door
slides open. Beyond is a long, sectioned chamber running east and
west. Spaced along the walls are dozens of stone biers. The floor of
the room is a clutter of discarded armor and weapons mingled with
scattered and well-gnawed bones. Many appear to have been split
open to get at the marrow within.

This sealed chamber housed Argos’s company, likewise in magical
sleep, waiting for their commander to open the chamber and wake them
and lead them once again against the foe. A total of 20 biers, each once
holding an armed and armored warrior held in stasis, line the walls of this
room.

Creatures: Unfortunately, the timing device failed and Argos never
released them. Eventually some of the warriors awoke on their own only to
find themselves trapped within the room with their sleeping companions.
Scars on the back of the secret door attest to their failed attempts to batter
their way out. Eventually those who were awake were forced to prey upon
their sleeping companions in order to stave off starvation. Despite these
desperate measures they starved in the end. Unfortunately their attempts
to survive only resulted in undeath. Now they exist as 7 ghasts who haunt
this chamber.

GHASTS (7) CR2
XP 600

Pathfinder Roleplaying Game Bestiary “Ghoul”

CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +9

AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)
hp 17 (2d8+8)

Fort +4; Ref +4; Will +7

Defensive Abilities all channel resistance +2; Immune
undead traits

Speed 30 ft.

Melee bite +5 (1dé+3 plus disease and paralysis) and 2
claws +5 (1d6+3 plus paralysis)

Special Attacks paralysis (1d4+1 rounds, DC 15, effects elves
normally), stench

Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18

Base Atk +1; CMB +4; CMD 18

Feats Weapon Finesse

Skills Acrobatics +6, Climb +8, Perception +9, Stealth +9,
Swim +4

Languages Common

Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 15;
onset 1 day; frequency 1 day; effect 1d3 Con and 1d3
Dex damage; cure 2 consecutive saves. The save DC is
Charisma-based.

A humanoid who dies of ghoul fever rises as a ghoul atf the
next midnight. A humanoid who becomes a ghoul in this
way retains none of the abilities it possessed in life. It is not
under the control of any other ghouls, but it hungers for
the flesh of the living and behaves like a normal ghoul in all
respects. A humanoid of 4 Hit Dice or more rises as a ghast.
Stench (Ex) The overwhelming stink of death surrounds a
ghast in a 10-foot radius. Anyone within that area must
make a DC 15 Fort save or be sickened for 1dé+4 minutes.
The save DC is Charisma-based.

Tactics: Those entering the chamber are immediately subject to their
stench since it so thoroughly permeates the entire area. The ghasts
themselves lurk behind stone biers making opposed Stealth checks to the
party’s Perception checks. Crouching behind the biers they have improved
cover granting a +10 bonus to their Stealth checks. They wait until some
party members have succumbed to the effects of their stench or all have
entered the room and can be surrounded before leaping to attack. If it
appears that the secret door is going to be shut again, they make a break
for it and attempt to reach Area A4-4 to continue the fight.

Treasure: The warriors of Argos were not interred with any treasure per
se, but their equipment is of such high quality as to constitute a treasure
unto itself. Though much has been damaged over time, consider there to
be at least one of each type of weapon or armor listed in Chapter 6 of the
Pathfinder Roleplaying Game of masterwork quality. In addition, a DC 18
Perception check locates a masterwork cold iron battleaxe buried under a
pile of gnawed bones.
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As. The Reclaimers

This strange place is the only vegetation to be found within the
Ashen Waste, yet it is a verdant woodland area as thick and lush as
any tropical jungle. This is due to the blessing of the neutral nature
god Telophus. This mysterious and detached deity did not send his
followers in support of the Army of Light so many centuries ago, not
because of any alliance with the nature-destroying disciples of Orcus
but because of a general disregard of anything not directly related
to nature and the seasons. The mysterious druids of this religion
rarely involve themselves in the affairs of the sentient races seeing
their lives as insignificant eye blinks in the span of Nature’s cycle.
Though uninterested in the battle of Good versus Evil, the followers
of Telophus took careful notice of the destruction of the natural order
in what became the Desolation. This particular enclave of Nature
followers have taken their strict neutrality to a degree seldom seen even

among the enigmatic followers of Telophus. Here they have hit upon
an unorthodox method of reintroducing nature in the wasteland and
think nothing of the cost involved, which the party will undoubtedly
find repellant. The druids are undisturbed by the party’s disapproval,
because to them the party is just another resource for them to use in
their continued recovery efforts.

As-1. Approach to the Garden of
Telophus (CR 10)

The following description applies from any direction in which the
garden is approached. If the party has been guided here by Skeribar or his
rangers (see Part I—The Edge f Oblivion, Area 12 of The Camp), they
indicate that it is the dwelling of allies but do not elaborate as they lead
the PCs into the foliage. Random Encounters do not occur while the party
is in this area.
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Through the continuous chalky haze emerges a strangely out-of-
place sight, verdant plant life, trees, and lush foliage — a seeming
mirage in the wasteland. However, the vision doesn’t waver as you
approach proving it to be no mirage. Whitish dust steals the luster
from the fringes of this green zone, but beyond the edges you see
the vivid greens of leaves and vibrant colors of flowers and plants
undiminished by the dust. Squawks of birds and the occasional
animal call rises from this virtual paradise.

This verdant growth is just as it appears. There is no more rainfall here
than elsewhere in the Desolation and no visible reason why it should exist
at all, but the soil is a rich loam and obviously supports the dense foliage.
The highest trees grow as tall as 80 feet, though most of the foliage thins
out above 50 feet.

Creatures: All manner of wildlife inhabitants the trees and
undergrowth of this area. Most avoid visitors except for 2 dire tigers
left here by the druids to guard against intruders. These beasts stalk
anyone entering the verge of growth (opposed Stealth to the party’s
Perception checks) and attack those not accompanied by Skeribar or
his rangers.
DIRE TIGERS (2) CR8
XP 4,800
hp 105 (Pathfinder Roleplaying Game Bestiary “Tiger, Dire”)

As-2. Totem Wall (CR 10)

The lush foliage and undergrowth becomes an impossible tangle
here The trees and plants are now intertwined with a thick hedgerow
of vines and thorny plants. It stretches in either direction as far as
you can see gradually curving away from you and stretches over
30 feet high. From within this tangle, trees still rise above, though
their trunks are obscured in the thicket. Dangling on the face of
this hedge wall is a horribly twisted and distorted skull of possibly
demonic origin. Vines grow through the eye sockets and gaping
maw and firmly affix it to the hedge. To the left and right you can
see other white spots on the hedge wall in the gloom beneath the
tree canopy. Apparently these skulls are placed at intervals along
the hedge.

The druids of Telophus have cultivated this nearly impenetrable wall
of vegetation to serve as a line of defense against any creatures that
may encroach from the Desolation. The skulls on the hedge are those of
demons, mainly nabasu, babau, and vrocks, that were slain by the druids
(identifiable with a DC 20 check of Knowledge [planes]). The skulls were
hung as a warning to any trespassers in the garden.

Creatures: The hedge row itself is composed of a combination of vines
and thorny shrubs that grow prolifically to the height of 30 feet and various
thicknesses as shown on the map. Characters can attempt to hack their
way through this heavy growth, but the plants are slightly sentient and
function as an entangle spell (caster level 30) on anyone passing through.
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Furthermore these plants are studded with poisonous thorny growths.
Every round spent in the underbrush makes character subject to an attack
by these thorns. The trees growing through this thicket are quickwoods
topping out at 50 feet high. They are indistinguishable from oak trees
unless efforts are made to clear the plant growth around their trunks to
reveal the withered humanlike visages that grow there. These sentient
trees are unable to move through the tangles, but are spaced so that any
given spot is within reach of two of them. They are immune to the thorns’
venom. The quickwoods serve as sentries for the garden. They attack and
attempt to immobilize intruders and render them unconscious until their
druid masters arrive. The quickwoods alert the druids of the garden by
way of a drumming vibration generated by their branches.

There is one clear entrance 20 feet wide leading through the hedge on
the south side. A quickwood stands to either side of it, able to reach the far
side if necessary, but they do not attack anyone accompanied by one of the
druids or Skeribar’s rangers.

QUICKWOOD

XP 4,800

The Tome of Horrors Complete 498

N Huge plant

Init +3; Senses darkvision 120 ft., low-light vision, remote
sensing, fremorsense 60 ft.; Perception +26

Aura fear aura (10-90 ft., DC 20)

CR8

AC 17, touch 7, flat-footed 17 (-1 Dex, +10 natural, -2 size)
hp 104 (11d8+55)

Fort +12; Ref +4; Will +7

Defensive Abilities fear aura; Immune electricity, fire, plant
fraits

Speed O ft., (base 10 ft.)

Melee 9 roots melee touch +16 (grab) and bite +15 (2d6+13)
Space 15 ff.; Reach 15 ft. (60 ft. with roofs)

Special Attacks grasping roots

Str 29, Dex 9, Con 21, Int 12, Wis 15, Cha 12

Base Atk +8; CMB +19; CMD 28 (can’t be tripped)
Feats Alertness, Improved Initiative, Iron Will, Lightning
Reflexes, Skill Focus (Perception), Weapon Focus (roof)
Skills Perception +26, Sense Motive +17, Stealth +5 (+21
forested areq)

Languages Common, Sylvan

Fear Aura (Su) If a quickwood is targeted by a spell
(excluding area spells) and it makes its save against the
spell’s effects, it takes no damage and absorbs some of

the spell’s energy and releases it as a fear effect (as a free
action) in a 10-foot radius per level of the spell. Affected
creatures must succeed on a DC 20 Will save or be
affected as by a fear spell (caster level 11th). The save DC is
Charisma-based and includes a +4 racial bonus.

Grasping Roots (Ex) If a quickwood hits with a root attack, it
can attempt fo start a grapple as a free action

without provoking an attack of opportunity. If it wins the
grapple check, it establishes a hold and drags the foe 30
feet closer each subsequent round (provoking no attack of
opportunity). A quickwood can draw in a creatfure within

15 feet of itself and bite with a +4 attack bonus in the same
round. A root has hardness 2 and 10 hit points and can be
attacked by making a successful sunder attempt. However,
attacking a quickwood's root does not provoke an attack
of opportunity. If the root is currently grappling a target, the
quickwood takes a -4 penalty on its CMD fo resist the sunder
attempt. Severing a root deals no damage to a quickwood.
Immunity to Fire (Ex) A quickwood can perspire as a free
action; this grants it immunity fo fire for one hour. Afterwards,
it must wait one minute before using this ability again.
Remote Sensing (Su) As a standard action, a quickwood

can use a normal oak free within 360 feet as a magical
sensor to view its surroundings. This ability is similar fo a
clairaudience/clairvoyance spell and allows a quickwood
fo see (including with darkvision) and hear through a sensor.
A quickwood does not need line of sight to establish a
sensor. A quickwood can establish a new magical sensor

in another free within range as a free action, though it can
never have more sensors at one fime than its Hit Dice. A
quickwood with multiple sensors can switch between them
as a free action.

An oak tree utilized as a magical sensor takes on a human-
like visage (similar fo a quickwood). A successful DC 20
Perception check allows a character to notice the tree’s
visage.

Sentient Poison Hedgerow—Hazard CR4
Dimensions as indicated on map. Entering is equivalent of
enfangle (caster level 30). Each round subject to attack by
thorns; Atk +10 melee (1 plus poison). The hedgerow can be
cleared through the use of edged weapons, though those
attempting are sfill subject to the entangle effect while they
work. Chopping at the hedgerow creates a safe passage 1
foot deep per round of work. Normal fire does not harm the
hedgerow but magical fire clears 5 feet per application.
Poison (Ex) Thorn—injury; save DC 18; frequency 1/round for
10 rounds; effect dazed for 1d4 hours; cure 2 consecutive
saves.

As-3. Crystalline Pool

Anidyllic setting opens before you. The thick hedgerow opens into
a clearing with a soft carpet of moss and grass. A crystal clear pool
occupies its center with several weeping willows overshadowing it
gently dipping their fronds into its surface. A small spring gurgles at
one edge of the pond. A gentle breeze ripples the pool and provides
the only sound here. Another opening in the hedge wall leads into
green shadows.

Characters may find it hard to believe, but this place is just as it appears.
The pool is safe to drink with a sweet, pure taste. The mosses form soft
beds under the trees suitable for sleeping. Monsters do not wander in here
because of the protective hedge and quickwoods.

Creatures: Regardless of whether the party enters here with a Skeribar
escort or not, it is here that they encounter the masters of the garden.
Shortly after their arrival, the druids in Area A5-4, alerted by their
quickwood spies, enter the clearing. If the party is not hostile the druid’s
greet them as guests and invite them to stay and rest from their travails
in the Desolation. They explain their mission to revitalize the Desolation
and reclaim it for Nature (though they do mention any specifics). They do
not provide food or assistance to the characters, claiming their neutrality
forbids them to do so, but let the party rest and refresh themselves at the
pool. If Skeribar or his rangers are with the party they are greeted with
familiarity and explain they are a part of the druid’s endeavor to reclaim
the Desolation from the corruption and foul creatures that taint it. If asked
about the footprints from Area Al, they state that they have not seen
anyone, but then the dire tigers that roam the woodlands often take care
of any intruders. Parties can attempt Sense Motives against the druids’
Bluff checks, but the fervor of their religious devotion gives them a +5
circumstance bonus to their Bluff checks.

Development: If the party camps in this clearing, the druids spend some
time sizing them up and trying to determine if they should ambush the
party themselves or send Kreeyaak, one of the druid’s scythe falcon animal
companion, to summon Skeribar and his rangers if they are not already
present. This largely depends on how much the party has accomplished in
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the Desolation (foes slain, etc.), as well as, what kind of shape they are in.
Depending upon the circumstances the party may be able to stay here for
several days undisturbed, but eventually the druids will make their move
and attempt to incapacitate and capture the PCs to serve as sacrifices on
their bloody altar. Have the druids make their move whenever best suits
your game, but they principally use nonlethal spells to try to capture new
sacrifices. If the battle continues all the way to Area AS-5, though, they
become deadly serious.

As-4. Druid Homes (CR 11 or 12)

The trees within the hedge provide cool shade on this clearing
with two exits. Built against the boles of the large trees are crude
huts of sticks and mud plastering. Roofs of grass and living moss
cover these simple dwellings. At the east end of the clearing is a
thick old oak with a few splinterlike branches atop its stunted trunk.
Carved into this trunk is a crude face with a grim line of a mouth,
well-defined nose, and two hollows for eyes. The entire carving
gives the appearance of a giant wooden head resting on the ground.
Green trails of ichor trickle from the hollows, like some slimy
moss, collecting in a stone basin set before the old trunk.

Creatures: This serves as the abode of the Reclaimers, a group of 3
druids and their trained beasts who are allied to Skeribar’s rangers in the
Camp. As explained, they seek to revitalize the Desolation through special
rituals and propitiation of Telophus, the Lord of Crops and the Seasons.
The process for this ritual is explained at Area A5-5 below. Though
the trained beasts are not actual animal companions due to their exotic

natures, they essentially serve the druid’s in that role without benefit of
the special abilities ordinarily bestowed. Niva’s trained companion is
Deathmane, a kamadan, a leopardlike creature with 6 snakes sprouting
from its shoulders. Jeraldus has Kreeyaak, a scythe falcon, a small
intelligent falcon with razor-sharp bone on the forward edge of its wings.
And Scront has Ch’h, a giant saw-toothed beetle with an oversized set of
serrated mandibles for dismembering prey.

NIVA

XP 6,400

Female human druid 10

N Medium humanoid (human)
Init +5; Perception +13

CR?9

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 68 (10d8+10 plus 10)

Fort +8; Ref +4; Will +8; +4 vs. fey and plants
Defensive Abilities resist nature’s lure; Immune poison

Speed 30 ft.

Melee mwk club +7/+2 (1dé-1)

Special Attacks spontaneous casting (summoning spells)
Spells Prepared (CL 10th):

5th—call lightning storm (DC 20), insect plague, stoneskin
4th—air walk, cure serious wounds, dispel magic, lame strike
(DC 19)

3rd—call lightning (DC 18), dominate animal (DC 18),
greater magic fang, protection from energy

2nd—animal messenger, barkskin (already cast), gust of
wind (DC 17), heat metal, tree shape

1st—calm animals (DC 16), charm animal (DC 16), entangle
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(DC 16), goodberry, longstrider, speak with animals
0 (at wil)—detect magic, guidance, know direction,
stabilize, virtue

Feats Dodge, Skill Focus (Perception)
Skills Acrobatics +6 (+14 balance), Perception +8, Stealth +7
(+15 undergrowth)

Str 8, Dex 12, Con 13, Int 16, Wis 20, Cha 18

Base Atk +7; CMB +6; CMD 7

Feats Combat Casting, Improved Initiative®, Natural Spell,
Skill Focus (BIuff), Spell Penetration, Stealthy

Skills Bluff +20, Diplomacy +12, Escape Artist +3, Handle
Animal +12, Heal +18, Knowledge (nature) +18, Perception
+13, Sense Motive +15, Spellcraft +11, Stealth +13, Survival
+20, Swim +4

Languages Auran, Common, Druidic, Sylvan, Terran

SQ nature bond, nature sense, trackless step, wild empathy
+14, wild shape 4/day, woodland stride

Combat Gear lesser metamagic rod (extend), minor circlet
of blasting, elixir of hiding; Other Gear mwk club, cloak of
elvenkind

DEATHMANE

XP 1,200

Male kamadan (The Tome of Horrors Complete 390)
N Large magical beast

Init +2; Senses darkvision 60 ft., low-light vision, scent;
Perception +8

CR4

Sleep Breath (Su) Cone of sleep, 30 feet, every 1d4 rounds
(but not more than 5/day); DC 14 Fortitude negates.
Creatures with 4 HD or less do not receive a save fo avoid
the effects; they are automatically affected. Otherwise, as
the sleep spell (caster level 8th). There is no HD limit to the
number of creatures that can be affected. The save DC is
Constitution-based.

Snakes (Ex) Each snake attacks independently each round
at the listed attack bonus. The snakes do not gain the
kamadan's Strength bonus to damage.

JERALDUS

XP 3,200

Male human druid 8

N Medium humanoid (human)
Init +9; Perception +11

CR7

AC 18, touch 13, flat-footed 15 (+3 armor, +5 Dex)
hp 55 (8d8+8 plus 8)

Fort +7; Ref +7; Will +8; +4 vs. fey and plants
Defensive Abilities resist nature’s lure

AC 18, touch 13, flat-footed 15 (+2 Dex, +1 dodge, +5
natural)

hp 30 (4d10+8)

Fort +6; Ref +6; Will +2

Speed 40 ft.

Melee 2 cl aws +7 (1d6+4), bite +7 (1d8+4), and é snakes +2 (1d4)
Space 10 ft.; Reach 5 ft. (10 ft. with snakes)

Special Attacks sleep breath, snakes

Str 18, Dex 15, Con 15, Int 5, Wis 12, Cha 9
Base Atk +4; CMB +9; CMD 22 (26 vs. trip)

Speed 30 ft.

Melee spear +8/+3 (1d8+1/x3)

Ranged sling with +1 seeking bullefs +12 (1d4+2)

Special Attacks spontaneous casting (summoning spells)
Spells Prepared (CL 8th):

4th—ice storm, rusting grasp

3rd—cure moderate wounds, sleet storm, snare
2nd—barkskin, cat’s grace, spider climb, warp wood (DC 14)
Ist—entangle (DC 13), faerie fire, obscuring mist, shillelagh,
speak with animals

0 (at will)—detect magic, flare (DC 12), mending, resistance

Str 13, Dex 20, Con 12, Int 10, Wis 15, Cha 13

Base Atk +6; CMB +7; CMD 22

Feats Alertness®, Augment Summoning, Improved Initiative,
Natural Spell, Weapon Focus (spear)

Skills Craft (woodworking) +9, Handle Animal +12, Heal +9,
Knowledge (nature) +15, Perception +11, Sense Motive +8,
Survival +11

Languages Common, Druidic

SQ natfure bond, nature sense, trackless step, wild empathy
+9, wild shape 3/day, woodland stride

Combat Gear potion of sanctuary; Other Gear +1 leather
armor, spear, sling, 25 +1 seeking sling bullets

KREEYAAK
XP 600
Male scythe falcon (Creature Collection Revised 161)

N Tiny magical beast

Init +7; Senses darkvision 120 ft., low-light vision; Perception +6

CR2

AC 18, touch 16, flat-footed 14 (+3 Dex, +1 dodge, +2
natural, +2 size)

hp 11 (2d10)

Fort +3; Ref +8; Will +2

Speed 20 ft., fly 240 ft. (average)

Melee 2 talons +3 (1d4-1) and scythe wing +3 (1dé-1/18-20
plus dismemberment)

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

Special Attacks dismemberment

Sir 8, Dex 17, Con 10, Int 5, Wis 14, Cha 6
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Base Atk +2; CMB +3; CMD 13

Feats Dodge?, Flyby Attack, Improved Initiative®, Lightning
Reflexes?, Mobility®

Skills Fly +8, Perception +6, Stealth +11

Dismemberment (Ex) If a scythe falcon scores a critical hit with
its scythe wing attack, roll dé for the results of dismemberment
instead of a critical multiplier: 1 = head, victim dies instantly; 2
=right arm, victim loses 33% of current hp; 3 = left arm, victim
loses 33% of current hp; 4 =right leg, victim loses 50% of current
hp; 5 = left leg, victim loses 50% of current hp, 6 = torso badly
slashed, victim loses 50% of normal total hp.
SCRONT CR &
XP 2,400

Male orc druid 7 (Pathfinder Roleplaying Game Bestiary *Orc”)
N Medium humanoid (orc)

Init +0; Senses darkvision 60 ft.; Perception +2

AC 18, touch 10, flat-footed 18 (+4 armor, +2 natural, +2
shield)

hp 63 (7d8+21 plus 7)

Fort +8; Ref +2; Will +7; +4 vs. fey and plants

Defensive Abilities ferocity, resist nature’s lure
Weaknesses light sensitivity

Speed 20 ft.

Melee +1 scimitar +12 (1d6+6/18-20)

Special Attacks spontaneous casting (summoning spells)
Spells Prepared (CL 7th):

4th—cure serious wounds

3rd—poison (DC 15), spike growth (DC 15)

2nd—bear’s endurance, bull’s strength, cat’s grace, flame
blade (melee touch +10, 1d8+3 plus fire)

Ist—entangle (DC 13), hide from animals, magic fang,
longstrider, produce flame (melee touch +10, ranged touch +5)
0 (at will)—detect poison, guidance, mending, resistance

ability against of Medium size or smaller. On a successful
hold, it deals automatic bite damage each round.

The huts themselves are simple affairs with little in the ways of
furnishings or amenities. Each has only a few items of stick furniture and
beds of fragrant leaves and soft mosses. Niva’s hut holds a nest of twigs
and hair for Deathmane and an old tree stump serving as a table with a
few earthenware dishes. Jeraldus’s hut has a perch near the rafters for
Kreeyaak. Scront’s hut has a floor made of entwined branches and sticks.
It can hold the weight of Scront but actually covers a burrow (DC 12
Perception to locate) sinking 10 feet into the ground that serves as a den
for Ch’h.

The massive wooden head is actually more than it appears. It is in fact
the head of a stick giant crouching motionless, buried in the ground. It is
nourished by the druids’ sacrifices in Area A5-5. The result of these bloody
rituals is the ichor that flows from the giant’s eyes. This magical substance
functions as a potion of plant growth and is how the druids are able to
maintain this oasis in the midst of the Desolation. They give vials of it to
Skeribar which explains the verdancy of the rangers’ garden in the Camp
(see Area 12 of The Camp, Part I—The Edge of Oblivion). The stick
giant remains dormant and inert unless attacked or unless the conditions
described in Area AS-5 are met. If one of these occurs it tears itself from
the ground in 3 rounds towering to its full 80-foot height and begins
smashing anyone not devoted to Telophus. It appears to be composed of
rough-hewn and splintered wood in a roughly humanoid shape.

STICK GIANT

XP 9,600

Creature Collection Revised 81

N Colossal plant

Init +2; Senses low-light vision; Perception +33

CR10

AC 25, touch 0, flat-footed 25 (-2 Dex, +25 natural, -8 size)
hp 230 (20d8+140)

Fort +19; Ref +6; Will +10

Immune plant traits

Weaknesses vulnerability fo fire

Str21, Dex 11, Con 16, Int 8, Wis 14, Cha 6

Base Atk +5; CMB +10; CMD 20

Feats Cleave, Combat Casting, Power Attack, Weapon
Focus (scimitar)

Skills Craft (weaving) +4, Handle Animal +5, Knowledge
(nature) +5, Ride +5, Survival +14

Languages Common, Druidic, Orc

S$Q nature bond, nature sense, frackless step, wild empathy
+5, wild shape 2/day, woodland stride

Gear hide armor, heavy wooden shield, amulet of natural
armor +2, +1 scimitar

CH'H

XP 800

Female giant saw-toothed beetle (The Tome of Horrors
Complete 59)

N Medium vermin

Init +0; Senses darkvision 60 ft., tremorsense 60 ft.; Perception +0

CR3

AC 18, touch 10, flat-footed 18 (+8 natural)
hp 32 (5d8+10)

Fort +6; Ref +1; Will +1

Immune vermin traits

Speed 30 ft., climb 10 ft.
Melee bite +5 (2dé+3 plus grab)

Str 15, Dex 11, Con 14, Int —, Wis 10, Cha 6
Base Atk +3; CMB +5 (+9 grapple); CMD 15 (19 vs. trip)

Grab (Ex) A giant saw-foothed beetle is able to use its grab

Speed 50 ft.

Melee 2 slams +18 (2d10+10 plus splintering)
Space 30 ft.; Reach 30 ft.

Special Attacks needle spray, splintering

Str 30, Dex 7, Con 25, Int 14, Wis 19, Cha 13

Base Atk +15; CMB +33 (+35 bull rush); CMD 41 (43 vs. bull rush)
Feats Awesome Blow, Cleave, Great Cleave, Improved Bull
Rush, Improved Initiative, Lightning Reflexes, Power Attack,
Skill Focus (Perception), Snatch, Weapon Focus (slam)

Skills Knowledge (nature) +22, Perception +33, Stealth +5,
Survival +24

Languages Common, Druidic, Sylvan

Needle Spray (Ex) Once per day as a free action, a sfick
giant can cause vast quantities of finy wood splinters to
spray in every direction from its body dealing 8d10 points
of piercing damage (minus the target’s flat-footed armor
class). Only opponents with a shield or cover are allowed a
DC 22 Reflex save for half damage.

Splintering (Ex) When a stick giant hits an opponent with its
slam attack, slivers of its wooden body break off and become
wedged in the victim'’s body. Every round that the victim takes
any actions other than removing the splinters or staying sfill, he
takes 1dé points of damage. A splinter can be removed with
a move action and a DC 12 Strength check but does provoke
attacks of opportunity. On a failed Strength check, the victim
takes the damage from that splinter as if he was taking some
other action. The effects of splinters are cumulative, so a single
victim hit by multiple slam attacks would take 1dé points of
damage every round from each of them.
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Development: If the druids are attacked in this area, they retreat to Area
A5-5 and make their final stand there. See that area for details of their
tactics.

Treasure: Each of the druids keeps a cache of treasures in his or her
hut. In Niva’s hut they are hidden within the hollow tree stump (DC
17 Perception check to find the release to open the false top). Within
are 6 potions of plant growth obtained from the stick giant, a bag of
devouring, a divine scroll (CL 10: animal growth, awaken, spike growth),
and 6 pieces of amber (70 gp each), a +2 sickle, a masterwork shortbow,
20 arrows, a cloak of charisma +2, a minor ring of acid resistance, an
arcane scroll (CL 10: lightning bolt), a spell component pouch, and a
backpack with 5 tindertwigs, a flask of alchemist’s fire, 43 gp, 102 sp, and
a bloodstone (50 gp). Jeraldus keeps his treasures hidden in the thatch of
his hut’s roof (DC 16 Perception check to locate). It consists of 3 pieces
of colorful petrified wood (15 gp each), a bone tube holding 2 handfuls
of dust of appearance with an air elemental gem hidden within it (DC
17 Perception check to notice unless the dust is sifted through or used).
Scront’s treasures are buried in the dirt and detritus at the bottom of Ch’h’s
burrow (DC 18 Perception check in the burrow). They include a necklace
of strung human vertebrae with shards of malachite embedded in it (120
gp for the malachite), a wooden chest holding 423 cp, and a single drum
of panic (the matching member of the pair was lost in the Chaos Rift and
is currently at Area C4-6.

As-5. Garden of Telophus
(CR varies)

This dim place seems more like a green-tinted cave than a clearing
in the thickets. Thick old trees grow in a ring around the clearing’s
edge. Their branches arching 50 feet overhead intertwine and form
a nearly solid roof of green leaves that lets in little light. At the
clearing’s west end is a low, flat stone block, its surface stained
dark. Behind it is a large, hoary old tree standing at the clearing’s
very edge. A great hollow gapes in the tree’s trunk near the ground,
and fuzzy, green growths of moss cover many areas of the rough
bark. Next to the tree is a gaping pit in the ground, roots pierce its
sides and descending into its depths.

Creature: This cathedral of nature serves as the druids’ shrine to their
deity Telophus whom they worship in a strange, bloody aspect. Most
adherents to the ways of the Old Oak would find the druids’ practices
here repellent at best and an abomination requiring immediate destruction
at worst. Whatever the opinion of the druids’ strange practices in their
reverence of Telophus, they are effective as is evidenced by the lushness of
growth on the otherwise sterile plain that is the Ashen Waste. To propitiate
their bloodthirsty patron they perform the sacrifice of sentient beings
(preferably humanoid) on the bloodstained altar stone. After cutting the
victim’s throat, but before he or she can bleed to death, the druids then
toss the unfortunate into the great oak tree’s hollow which is then revealed
to be a carnivorous tree. As the tree consumes the sacrifice it triggers a
hidden effect deep within the ground which results in the production of the
stick giant’s ichor (see Area A5-4).

The pit beside the carnivorous tree is 10 feet deep, but easy to clamber
out of because of it is lined with soil and roots (DC 8 Climb check). At
the bottom of the pit is Vilgara, a bound and gagged elf woman. She was
to have been the next sacrifice to the tree, but the arrival of the party at
the garden caused the druids to delay their ritual. She is the lone survivor
of the group at Area A1 who escaped the screamer attack only to stumble
exhausted into the garden where she was easily captured. She would be
most happy to be rescued and can serve as a replacement character for
anyone who has lost a character during the adventure. If not needed,
she assists the party while they are in the Desolation but requests to be
escorted back to the Camp or at least the road at the earliest opportunity.
Her equipment is kept in Niva’s hut (see Area A5-4).

CARNIVOROUS TREE

XP 2,400

Creature Collection Il: Dark Menagerie 34
N Huge plant

Init —3; Senses low-light vision; Perception -3

CR 6

AC 25, touch 25, flat-footed 25 (-3 Dex, +20 natural, -2 size)
hp 150 (20d8+60)

Fort +15; Ref +3; Will +3

DR 10/slashing; Immune plant traits

Weaknesses vulnerability to fire

Speed O ft.

Melee —

Space 15 ft.; Reach O ft.

Special Aftacks swallow whole (3dé bludgeoning, 2dé acid,
AC 25, 30 hp, see below)

Str 24, Dex 4, Con 16, Int —, Wis 4, Cha 1
Base Atk +15; CMB +24; CMD 31 (can't be tripped)

Swallow Whole(Ex) When a creature enters the hollow in

the trunk of a carnivorous tree, changes in water pressure in
the roots and wood cause the bole walls to rapidly expand
until the opening has swollen so tight that it doesn’t allow
for the passage of water or air. The wood inside the frunk
continues to distend, crushing any occupants as an acidic
sap fills the chamber to digest the prey. The crushing walls
deal 3dé points of damage per round, and the acid deals
an additional 2dé6 points of damage per round. After 4
rounds, the interior has filled with acid and any breathing
creatures within begin to suffer the effects of drowning (see
the "Drowning” section in Chapter 13 of the Pathfinder
Roleplaying Game). After this point, any aftack that deals
more than 10 points of damage to a single spot on the trunk
breaches the hollow and releases a spray of acid that deals
2d4 points of acid damage to anyone within 10 feet of the
breach (Reflex DC 23, half). The save is Constitution-based.

VILGARA

XP 3,200

Female elf sorcerer 8

CG Medium humanoid (elf)

Init +3; Senses low-light vision; Perception +10

CR7

AC 13, touch 13, flat-footed 10 (+3 Dex)
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hp 38 (8d6 plus 8)
Fort +4; Ref +5; Will +6 (+8 vs. enchantment)
Defensive Abilities fated +2; Immune sleep; Resist acid 10

Speed 30 ft.

Melee +2 sickle +6 (1dé6+2)

Ranged mwk shortbow +8 (1d6/x3)

Special Attacks elven magic

Bloodline Spell-like Abilities (CL 8th):

7/day—touch of destiny

Spells Known (CL 8th, melee touch +4, ranged touch +7):
4th (4/day)—shout (DC 18)

3rd (6/day)—fireball (DC 17), fly, protection from energy
2nd (7/day)—blur, false life, knock, scorching ray

st (7/day)—alarm, mage armor, magic missile, shield,
shocking grasp, summon monster |

0 (at willl—dancing lights, detect magic, disrupt undead,
light, message, ray of frost, read magic, resistance
Bloodline destined

Str 10, Dex 17, Con 10, Int 16, Wis 11, Cha 18

Base Atk +4; CMB +4; CMD 17

Feats Arcane Strike®, Combat Casting, Eschew Materials®,
Great Fortitude, Heighten Spell, Improved Counterspell
Skills Bluff +11, Knowledge (arcana) +14, Knowledge
(history) +7, Perception +10, Profession (seamstress) +6,
Spellcraft +14 (+16 identify magic items), Use Magic
Device +15

Languages Common, Draconic, Elven, Gnoll, Sylvan

$Q bloodline arcana

Combat Gear arcane scroll (CL 10: lightning bolt); Other
Gear +2 sickle, masterwork shortbow, 20 arrows, cloak of
charisma +2, minor ring of acid resistance, spell component
pouch, backpack with 5 tindertwigs, a flask of alchemist’s
fire, 43 gp, 102 sp, and a bloodstone (50 gp)

Tactics: The carnivorous tree notices anyone who comes within 10 feet
(including anyone attempting to reach the elf in the pit). If the druids have
not been alerted to the presence of intruders, it lets out a hollow roar which
brings them running in 3 rounds. Otherwise the druids use this area as
their last stand against intruders. Niva always casts an extended barkskin
whenever strangers are about and an extended stoneskin if battle seems
eminent. She prefers to sneak about under cover in the foliage to unleash
spells while Deathmane with a greater magic fang creeps around for
flanking attacks. If engaged in melee she assumes the wild shape of a dire
lion and casts using her Natural Spell feat as she is able. Jeraldus prepares
with barkskin, cat’s grace, and spider climb to take up a perch in one of
the trees and snipe with sling and spells while Kreeyak makes swooping
attacks against spellcasters and archers. Scront prepares himself and Ch’h
with his ability enhancing spells and longstrider. He then augments Ch’h
with magic fang before charging into melee astride the giant beetle. If
any of Skeribar’s rangers are present they use the tree trunks around the
clearing for cover as they fire their bows and then engage anyone who
enters the clearing to prevent them from reaching the druids.

Development: If the tree is killed a sudden tremor is felt to momentarily
roll through the ground as the supernatural conduit between the garden
and Nature is severed. This prompts the stick giant at Area A5-4 to awaken
and emerge from the ground. It arrives in 5 rounds and attacks anyone it
sees — including druids and rangers — in a total frenzy, having been
cutoff from its divine nourishment. It fights until dead. If the carnivorous
tree is slain, the special elixir is no longer produced, and the garden slowly
begins to wither and die. It becomes visibly brown with many leaves
falling from the trees and vines shriveling within a week. Before a year
has passed it is nothing but an ash-covered cluster of cracked tree stumps
in the midst of the Ashen Waste.

Telophus,
Lord of Crops and the Seasons

This nature deity revered by the Reclaimers originally appeared
in Bard’s Gate by Necromancer Games. Details of this deity are
updated and included here for your convenience.

Alignment: Lawful Neutral

Domains: Air, Animal, Earth, Fire, Plant, Water
Symbol: Raining cloud partially obscuring a radiant
sun

Garb: Green and earth tone woolen robes and
vestments

Favored Weapon: Sickle

Form of Worship and Holidays: Telophus is worshiped
by harvest and planting celebrations as well as the
first frost and first thaw.

Typical Worshippers: Farmers and halflings, some
druids revering his natural cycle aspect.

This god is the embodiment of the uncaring changing seasons.
He is prayed to not so much to bring good crops, but to be
convinced to hold off the early frost or bring the spring thaw. He
requires appeasement and devoted following, being known to test
his followers’ faithfulness and resolve when it suits him.

A6. Tranquility’s Face
(CR 9)

The perpetual haze of dust parts to reveal a wrought-iron fence
barring your way a short distance ahead. It stands only 3 feet high
and does little to serve as anything but a decorative barrier. It runs
in either direction where it turns away from you at right angles and
continues on until turning again and meeting at the far side forming
a square approximately one-quarter mile on a side. Surrounding
this fence is a zone of rocky soil that has the appearance of recent
upheaval as from plowing or some other such activity. Beyond
the fence, within the enclosure is a peaceful-looking cemetery.
White marble headstones stand in neat rows, weathered but mostly
undisturbed. Only a few have fallen over or cracked. Gravel paths
wander between these markers and have marble benches set along
them at intervals. Near the center of this small area is fountain of
some pinkish granite shaped like an angelic trumpeter in flowing
robes, wings spread wide, that still lets a trickle of water fall from
its trumpet to splash in the otherwise dry basin below. The few
scraggly blades of grass that struggle to grow here give proof
that some water is present in this otherwise arid landscape. The
most arresting feature of this scene is the angelic statue’s face. It
is difficult to tell if it is male or female in the smooth lines, but the
expression is one of absolute peace — an oasis of respite in the
deadly terrain hereabouts.

Creature: This small cemetery is exactly as it appears and is, therefore,
probably a huge red herring to the party as they try to figure out what the
trick is. In fact, the only danger present is in the churned earth outside the
graveyard’s fences. This 30-foot-wide zone is the domain of a greater
earth elemental tasked with keeping all intruders from entering the
cemetery beyond. It attacks any who enter that area, whether flying,
invisible, etc. It does not pursue beyond the borders of its area, however,
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bounded by the fence on one side and the edge of the churned earth 30 feet
from the fence. If destroyed, it reforms in 24 hours and continues its vigil.

GREATER EARTH ELEMENTAL
XP 6,400

hp 136 (Pathfinder Roleplaying Game Bestiary “Elemental,
Earth”)

CR?9

This graveyard holds a few hundred of the first soldiers of the Army
of Light to fall. Among them was a trumpet archon named Azarkites.
The fountain statue serves as a fairly accurate portrayal of him. Several
cemeteries were established throughout the battle plains until the attack
that formed the Chaos Rift occurred and the attackers realized they would
never be able to properly inter the vast numbers of dead. After that they
turned their full attention to the grim reality of destroying Tsar and trying
to survive in the process. This small graveyard was fenced to preserve it
as well as possible. No gate was installed in the fence to discourage any
trespass, but the true guardian of its sanctity is the greater earth elemental
that several high priests of the goodly faiths summoned to forever after
preserve it inviolate. Such was the power of their magical calling that
the elemental is continually rejuvenated every 24 hours to continue its
service.

A bit of Azarkites’s holy presence remains in this place lending it its
sense of peace and tranquility, and as a result it is blessed by the gods of
Good. There is no game effect from this presence other than a feeling of
safety. True to its feel, this is a safe place for the party to rest and recover
in the midst of the Desolation. Random encounters do not occur here and
the denizens of the surrounding area do not intrude upon its fence. This
is due in part to the peaceful aura that surrounds it and in part to the very
capable guardian. Even flying creatures of evil don’t alight within the
cemetery’s borders. Should the elemental be destroyed, it reforms before

news of its destruction can spread, so invasions of the sanctity will not
occur. The area is entirely safe; even the water, though slightly brackish,
is potable and can sustain up to 20 Medium creatures per day.

GM Note: There is one additional effect from the blessedness of the
cemetery that will not come into play until the adventurers begin to the
plumb the depths of the ruined city of Tsar as described in Slumbering
Tsar: Temple-City of Orcus. This additional effect is that spending a
night within the bounds of the cemetery reverts a character’s alignment
one step on the Chaos—Law axis or Evil-Good axis if the character’s
alignment has been previously artificially changed towards Chaos or
Evil along those axes. This effect can occur multiple times on subsequent
nights until the character’s alignment has returned to its original position.
It cannot change it closer to Law or Good than it originally was, and it
cannot undo alignment changes that occurred as a result of a character’s
actions as opposed to artificial means such as a curse or a relm of opposite
alignment. Recovering an alignment in this way even precludes the need
for an atonement for classes with alignment requirements.

Ay. Tark’s Mound

Men of all kinds flocked to the banner of the Army of Light. One of these
was the infamous warlord Tark who led his barbarian horde to assist in the
attack on Tsar. This was not done out of any great loyalty or allegiance to
the good deities or even the civilized realms. Rather this merely illustrated
that an entity as vile as Orcus attracts enemies of all kinds. Few within the
Army of Light were comfortable with the presence of the barbaric and
uncouth warriors of Tark, nor even the vicious warlord himself. However,
before long all were thankful for the presence of these peerless warriors
and their savagery in battle.
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Mere weeks after the Army of Light had encamped on the plain outside
Tsar, when only the beginning skirmishes of the epic battle to come were
being fought; it was Tark and his band that turned the fate of battle in
favor of the cause of Good. Orcus had long anticipated just such an attack,
though he had perhaps underestimated the attackers’ strength and resolve.
To prepare for such an event he had allied his disciples with many foul
races of the Under Realms. These loathsome aberrations and creatures of
all kinds had delved a tunnel beneath the plain so that it could arise far
from the walls in the very midst of any besiegers’ should the need arise.
When the Army of Light was dug in, these foul allies from the lightless

deeps completed their tunnel, opening it in the unsuspecting camp in
the darkest watches of a moonless night and pouring out in a braying,
gibbering horde of terror. The tunnel opened in the camp of Tark. The
Under Realm horrors never had a chance.

The warriors of Tark, hardened berserkers all, were accustomed
to sleeping in their light armor with weapons at hand. Their senses,
sharpened through a lifetime of constant battle and feuding, detected the
work of the tunnelers just before it opened among them. The barbarians
were horribly outnumbered and the bloody battle raged for an hour before
the nearby encampments of troops could rally and organize to join in the
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battle. By the time they had arrived Tark and all of his warriors were dead,
lying on heaps of bodies that were once their attackers, but the backbone
of the surprise attack had been broken. In the face of fresh troops the
few surviving creatures fled screaming back into the Under Realms. Their
defeat was so sound that their alliance with the disciples of Orcus was
forever broken, divesting the defenders of Tsar of a full quarter of their
forces. Realizing the enormity of what had occurred and the disaster that
had been so narrowly averted, the generals and war captains of the Army
of Light reverently recovered all of the barbarians’ bodies, including that
of Tark himself surrounded by the corpses of 2 aboleths, 6 margoyles, a
drider, 10 skum, and 28 morlocks. Gathering them together they raised
a barrow mound there over the spot where they fell and esteemed it as
sanctified ground in honor of the valiant heroes interred therein.

Unfortunately those interred in the mound did not rest well, and with the
corruption that came to the Desolation some eventually arose as undead.
They have since excavated chambers within the mound where they brood
over their tormented existence. Only recently has the mound been breached
creating the situation as it exists currently. The tunnels and chambers in
the mound have 10-foot ceilings and no lighting unless otherwise noted.
Digging in the mound is relatively easy since it is composed of packed
earth and stone, though there is a very real risk of a cave-in if anyone
tries it. Throughout the dirt layers of the mound remain many skeletons
still undisturbed, the remains of fallen barbarians who have not returned
to unlife.

Az-1. Watchers on the Mound
(CR 7)

A barren dirt mound rises from the ashen plain here. It too bears
a layer of the powdery dust, but from patches visible here and there
it is evident that it is constructed of the actual brown soil that lies
beneath the dust layer of this area. Weathering and erosion have
taken their toll on what was once probably a very regular, man-
made construction. Now it is pitted and scarred with erosion draws
but still rises to an impressive 40-foot height. Atop this prominence
you can see a few large crows staring down at you with a sense of
malevolent intelligence.

The rough, uneven walls of this mound can be scaled with a DC 10
Climb check. The top is fairly flat, though still eroded.

Creatures: Though it is not apparent from ground level, the watching
birds are actually quite large, 3 feet in length with 8-foot wingspans.
These creatures are 6 dread ravens. They observe quietly and fly away if
approached or attacked to. Rather, they await for the party to emerge from
the mound, hopefully wounded and exhausted when they unleash their
startling powers. These creatures serve a mysterious master within the
ruined city and gather intelligence for him throughout the Desolation and
beyond. See Slumbering Tsar: Temple-City of Orcus for more details.

DREAD RAVENS (8)

XP 600

Creature Collection Revised 63
NE Small magical beast

Init +3; Senses darkvision 60 ft., low-light vision; Perception +10

CR2

AC 16, touch 14, flat-footed 13 (+3 Dex, +2 natural, +1 size)
hp 13 (2d10+2)
Fort +4; Ref +6; Will +2

Speed 10 ft., fly 80 ft. (average)

Melee 2 talons +6 (1d3-2) and peck +6 (1d4-2)
Spells Known (CL 3rd, ranged touch +6):

st (5/day)—grease (DC 11), magic missile, shield

0 (at will)—acid splash, daze (DC 10), disrupt undead, ghost
sound (DC 10), ray of frost

Str7, Dex 17, Con 12, Int 10, Wis 14, Cha 11
Base Atk +2; CMB -1; CMD 12

Feats Eschew Materials®, Weapon Finesse
Skills Fly +7, Perception +10, Stealth +8
Languages Auran

Easily visible at the southwest corner of the mound is a recent excavation
leading into a tunnel 5 feet high. This was recently dug by the basilisk
in Area A7-2. It has not lived here long, so it has not accumulated any
petrified victims to potentially warn explorers of what lurks nearby.
Likewise, the dread ravens use their magic to erase its tracks and remove
any trace that might alert others to its presence.

A7-2. Barrow Burrow (CR )

A newly dug tunnel extends back into the mound before rounding
corner and opening into a low burrow.

Creature: This is the lair of a basilisk. It waits in the chamber it has
dug around the corner from the entry tunnel. It Takes 10 on its Perception
check (for a total of 20), and probably hears any intruders coming unless
they are trying to be quiet and succeed at an opposed Stealth check. Once
it hears someone approaching the corner to its room, it looks around and
tries to get as many as possible with its petrifying gaze. The low ceiling
(4 feet high) imposes a —2 penalty on attack rolls and a —2 penalty to
AC for to any size Medium creatures that walk upright (like humanoids)
and precludes the use of two-handed weapons. Size Large creatures are
considered to be squeezing and suffer -4 and —4 penalties. Anything
larger requires an Escape Artist check as described under “Terrain and
Obstacles” in Chapter 8 of the Pathfinder Roleplaying Game. The basilisk
has not yet accumulated any treasure.

BASILISK
XP 1,600
hp 52 (Pathfinder Roleplaying Game Bestiary “Basilisk”)

CR5

A DC 20 Perception check in the basilisk’s lair discovers a section of the
back wall that is crumbling and very thin. It can easily be cleared revealing
an opening into a much older tunnel excavated within the mound.

A7-3. Worm Trap (CR 10)

The tunnel here is much older and extends to a height of 10 feet. It is
crudely dug but fairly stable. Visible in the dirt and rock that composes the
walls and ceiling are bits of skeletal remains and the occasional protruding
bone, all from the hundreds of barbarians laid to rest when the mound was
first built.

Creatures: At the point marked on the map, a narrow, 3-foot-wide
fissure leads off on either side of the passage. They are noticed with a DC
12 Perception check but otherwise just resemble shadowed depressions
in the walls. This is actually a natural fault that formed in the mound and
was bisected when the tunnels were dug. Each of these fissures currently
serves as the abode of a barrow worm, an eyeless worm covered in
thousands of tiny bristles. They grow to 15 feet long and 3 feet in diameter
and bear a set of scythelike mandibles and gorging maw on their otherwise
featureless head. These two creatures both spring out to attack (probably
with surprise) anyone passing by. Each attempts to grab its victim and
draw it back into the narrow fissure where it cannot easily escape and
can be devoured at leisure. Anyone pulled into one of these fissures is
considered squeezing as mentioned above. The worms are not affected
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by the tight space. Unfortunately the creatures are not smart enough to
coordinate their attacks. They are both likely to attack the same victim,
and if both manage to grasp him they both maintain their holds exposing
themselves to attack by other party members until one of the worms
succeeds at a DC 22 Strength check to pull the victim free from the other’s

grasp.

BARROW WORMS (2)

XP 4,800

Creature Collection Revised 14

N Huge vermin

Init +0; Senses fremorsense 60 ft.; Perception -1

CR8

AC 16, touch 8, flat-footed 16 (+8 natural, -2 size)
hp 97 (15d8+30)

Fort +11; Ref +5; Will +4

Immune vermin traits

Weaknesses aversion to sunlight

Speed 40 ft., burrow 20 ft.

Melee bite +15 (2d8+9 plus grab)
Space 15 ft.; Reach 15 ft.

Special Attacks grasping mandibles

Str 23, Dex 10, Con 15, Int —, Wis 8, Cha 4

Base Atk +11; CMB +19; CMD 29 (can’t be tripped)
Feats Spring Attack®

S$Q elastic

Aversion to Sunlight (Ex) A barrow worm’s flesh is exiremely
sensitive to the rays of bright lights. If exposed to full sunlight
or a daylight spell it suffers 1dé points of damage per
minute. If such an exposure occurs, the barrow worm will
immediately release anything trapped in its mandibles and
attempt to retreat away from the light source. If exposed
to a flare spell, the barrow worm must make a DC 15 Will
save or retreat just as if it had been exposed to sunlight or
daylight.

Elastic (Ex) A barrow worm can fit into any space that is

at least 3 feet wide without penalty provided the space is
deep enough fo accommodate its 15-foot length.
Grasping Mandibles (Ex) When a barrow worm makes a
successful hold on a grabbed opponent, it begins sawing
away with its mandibles automatically dealing 4d8+18
damage each round that the hold is maintained.

Treasure: The southern fissure opens into a hollow with a small crevice
in the floor (all that is left of the Under Realms tunnel used in the attack
centuries ago) a mere 3 feet wide. Wedged against the back wall of this
hollow and noticeable with a DC 25 Perception check (unless the fissure
is specifically entered and searched) is the skeletal corpse of a bugbear,
the remains of a victim of the barrow worm from some time ago that was
dragged up into this new lair from below and only partially devoured. It
still bears some valuables consisting of a +/ guisarme, a pair of boots
of elvenkind (of drow make), and a belt pouch with a small greenish
stone amulet depicting a disgusting octopoid entity covered in writhing
tentacles (this is worth 35 gp and depicts a foul subterranean and deep-sea
god known as Kunulo that this bugbear’s tribe worshipped). The guisarme
is wedged tightly and requires a DC 20 Strength check or 30 minutes of
excavation to remove from the fissure.

A7-4. Shadow Den (CR 10)

Only read the italicized portion of the boxed text if the party has a light
source and someone succeeds at a opposed Perception check against
the Stealth check of room’s occupant (who receives a +4 bonus in dim
light).

A large chamber has been dug out of the mound here. It appears
to have been enlarged at some point, and large gashes like claw
marks still mar the walls. Several complete skeletons in reclining
positions are visible in the dirt that comprises the walls of the
chamber. A very narrow passage leads out through the east wall.
You are startled to see that your light source is somehow projecting
the shadow of a massive bear on the far wall of the chamber; poised
as if to strike, yet you see no source for this strange phenomenon.

Creature: This chamber was dug out by the room’s sole occupant, a
shadow dire bear. This strange creature was once the trained dire bear
companion of Tark and, like the rest of his horde, was killed in battle.
The dire bear died fighting a foul shadowy creature from the depths of
the Underdark and, as a result, later arose in its current state. It prefers to
attack initially with its Strength-draining touch before becoming partially
corporeal in order to maul its foes with its improved grab. It stays in this
chamber, never going to Area A7-6, as it no longer feels any loyalty or
affection towards its former master. It attempts to kill all who enter.

SHADOW DIRE BEAR
XP 9,600
hp 90 (See Monster Appendix)

Ay-s. Claustrophobia! (CR 6)

This dugout corridor is only 2-1/2 feet wide requiring anyone who
traverses it to squeeze as noted above. The concentration of burials in
this section was much higher than elsewhere, so there is a preponderance
of bones protruding from the walls and ceiling making the corridor seem
even narrower and more claustrophobic than it is.

CR10

Creature: Anyone following this route finds that it ends at seemingly
solid wall of some cold, dark material with a full skeleton imbedded in it
upright and facing down the corridor. This is the true horror of the tunnel
— an undead ooze. It appears to be a large mass of black slime from
which bones protrude at odd angles. The ooze is unaffected by the tight
confines of the tunnel due to its semi-fluid state. This particular ooze has
4 skeletons within it that it expels after it attempts to engulf someone. It
pursues anywhere in the barrow mound.

UNDEAD OOZE

XP 2,400

The Tome of Horrors Complete 462

AL Huge undead

Init -5; Senses blindsight 60 ft.; Perception +1

CR 6

AC 3, touch 3, flat-footed 3 (-5 Dex, -2 size)
hp 27 (6d8)

Fort +2; Ref -3; Will +6

Immune cold, ooze traits, undead traits

Speed 20 ft., climb 20 ft.

Melee slam +3 (2d4+1 plus 1dé cold)
Space 15 ft.; Reach 10 ft.

Special Attacks cold, engulf, skeletons

Str 12, Dex 1, Con —, Int —, Wis 12, Cha 10
Base Atk +4; CMB +7; CMD 17 (can’t be tripped)
Skills Climb +9

Cold (Ex) The undead ooze constantly emits an aura of cold
around it. Any melee hit deals cold damage.

Engulf (Ex) Although it moves slowly, an undead ocoze
can simply mow down Large or smaller creatures as a
standard action. It cannot make a slam attack during a
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round in which it engulfs. The undead ooze merely has

fo move over the opponents, affecting as many as it

can cover. Opponents can make opportunity attacks
against the ooze, but if they do so they are not entitled

to a saving throw. Those who do not attempt attacks of
opportunity must succeed on a DC 15 Reflex save or be
engulfed; on a success, they are pushed back or aside
(opponent’s choice) as the ooze moves forward. Engulfed
creatures are subject to the ooze's cold damage, and
are considered o be grappled and frapped within its
body. The save DC is Strength-based and includes a +1
racial bonus.

Skeletons (Su) As a full-round action, an undead ooze can
expel 1dé skeletons from its mass. Skeletons can act in the
round they are expelled, and each skeleton conforms

to the basic statistics for its size (see the Pathfinder
Roleplaying Game Bestiary). Slain skeletons are engulfed
by the undead ooze and can be reanimated and expelled
again in 1d2 hours. An undead ooze's form holds up to 10
skeletons.

HUMAN SKELETONS (4)

XP 135
hp 4 (Pathfinder Roleplaying Game Bestiary "Skeleton”)

A7-6. Unhallowed Hall (CR 9)

CR1/3

This hollowed chamber fairly seethes with evil. Shambling shapes
move around the room, eyes burning with hate look out from their
time-ravaged, rotten faces. One near the back of the room wears
corroded banded mail and has a thick, black beard matted with
filth and rot draped over its chest. Next to it kneel two great black
hounds — each with two vicious heads!

This entire area is under effects of an unhallow due to the evil presence
that has resided here for the past several centuries. As a result, the entire
room is affected by a magic circle against good and there is a +4 bonus to
resist channeled positive energy.

Creatures: Occupying this room are the undead remains of Tark, now a
barrow wight, and 5 wights that were once barbarian warriors. In addition,
Tark’s favorite war hounds have somehow returned to an unnatural
existence as 2 death dogs.

TARK

XP 1,200
Male barrow wight (The Tome of Horrors Complete 640)
CE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +8

CR4

AC 23, touch 11, flat-footed 22 (+7 armor, +1 Dex, +5
natural)

hp 45 (6d8+18)

Fort +5; Ref +3; Will +6

Defensive Abilities channel resistance +2;

Immune undead traits

Speed 20 ft.

Melee morning star +6 (1d8+3) or slam +6 (1d4+3 plus energy
drain)

Special Attacks create spawn, energy drain, insanity gaze

Str 14, Dex 12, Con —, Int 11, Wis 13, Cha 16

Base Atk +4; CMB +6; CMD 17

Feats Blind-Fight, Power Attack, Skill Focus (Perception)
Skills Climb +8, Infimidate +9, Perception +8, Stealth +9
Languages Common

Gear banded mail, morningstar

Create Spawn (Su) A humanoid slain by a barrow wight
becomes a barrow wight in 1d4 rounds. Spawn are
under the command of the barrow wight that created
them and remain enslaved until its death. They do not
possess any of the abilities they had in life.

Energy Drain (Su) Living creatures hit by a barrow
wight’s slam aftack gain one negative level. The
Fortitude save to remove the negative level has a DC
of 16. The save DC is Charisma-based. For each such
negative level bestowed, the barrow wight gains 5
temporary hit points.

Insanity Gaze (Su) Insanity (as the spell, CL 9th), range
30 feet, Will DC 16 negates. The save DC is Charisma-
based.
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WIGHTS (5) CR3
XP 800

hp 26 (Pathfinder Roleplaying Game Bestiary “Wight")
DEATH DOGS (2) CR2

XP 600

The Tome of Horrors Complete 145

NE Medium magical beast

Init +2; Senses darkvision 60 ft., low-light vision, scent;
Perception +5

AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural)
hp 17 (2d10+4 plus 3)
Fort +5; Ref +5; Will +1

Speed 40 ft.
Melee 2 bites +4 (1dé+1 plus disease)
Special Attacks disease, frip

Str 13, Dex 15, Con 15, Int 4, Wis 12, Cha 4

Base Atk +2; CMB +2; CMD 14 (18 vs. trip)

Feats Toughness®, Weapon Finesse

Skills Perception +5, Stealth +3, Survival +2 (+6 tracking by
scent)

Disease (Su) Rotting Death: Bite—injury; save Fort DC 13;
onset 1 day; frequency 1/day; effect 1d6 Con damage;
cure 2 consecutive saves. The save DC is Constitution-
based.

Tactics: When intruders enter, the wights immediately charge, howling
in a sad mockery of their former berserker existence. The death dogs,
likewise, charge forward and make trip attacks until they can gang up on
a prone character. Tark remains at the rear of the chamber making gaze
attacks against fighters and other martial characters. When engaged, he
wades into melee wielding his morningstar and fights with barbaric glee
until destroyed.

Treasure: The main treasures of the barrow were interred with Tark. He
has unearthed them, and they lie in a clutter at the rear of the chamber.
They consist of a suit of +3 studded leather armor, a ceremonial obsidian
breastplate (useless as armor but worth 350 gp), a +1 greatclub, and a belt
of giant strength +2.

Ad Hoc XP Adjustment: Due to the difficulties of fighting this battle
within an unhallow effect; award an additional 10% XP.

A8. Brood Mother’s Pit
(CR 12)

A gaping pit mars the landscape here. The ashen turf sinks steeply
toward the edge of the 20-foot-diameter hole that descends into
darkness. Scattered about the pit’s edge here and there are a few
bones and skulls of animals and some humanoids, obviously
much fresher than those you would expect to find on this ancient
battlefield. It appears someone or something has taken up residence
here more recently. Whether they are still in residence remains to
be seen.

This pit breaks through the ceiling of a dwarven hall constructed by
King Kroma and his dwarves when they first arrived with the Army of
Light to serve as a fortified bunker of sorts. It was used for a time, but
then much of it collapsed when the Chaos Rift was formed, and it was
ultimately abandoned in favor of more mobile, less-confined camps.

The pit descends 10 feet and then breaks through the ceiling of a 50-foot-
deep chamber constructed of hewn stone and supported by large groined
vaulting and pillars. However to see the bottom one must either approach
the edge or fly above it. The latter is much safer, as the ashen slope leading
to the pit’s edge is rather steep and unstable. Anyone attempting to walk
on it must make a DC 15 Climb check and a DC 20 Dexterity check or else
they begin to slide on the shifting surface and plummet over the lip into
the pit below and take 6d6 points of damage from the fall. The bottom of
the chamber is covered in a layer of the ashen dust from minor slides, as
well as, the skeletal remains of the occupant’s past meals. Most are still
wrapped in the webbing cocoons in which they were held. The walls of the
pit are loose soil and rock and require a DC 20 Climb check to scale, while
the hewn stone walls below require a DC 25 Climb check.

Standing near the side passage leading from this chamber is a stone
stela, 10-feet high. On its opposite face is a large blue chalcedony incised
with the image of a warhammer on its face (500 gp). A DC 15 Knowledge
(religion) check recognizes this as the symbol of the dwarven deity
Dwerfater (see Bard’s Gate by Necromancer Games). It serves as part of
a shrine to that deity. If the gem is taken by someone of Good alignment,
it provides that individual with the effects of a bless spell as long as it is
carried whenever battling undead of dwarven origin (created by or from a
creature with the dwarf subtype). If it is taken by someone of a non-Good
alignment, that individual is under the effects of a permanent bane spell
until the gem is returned to this shrine.

Creature: This buried complex now serves as the brood lair for an
ashborn arachnae mother, a type of creature spawned by the nefarious
sorceries of the disciples of Orcus during the war. Horrific spider creatures
were raised and released upon the battlefield against the Army of Light.
When the city was abandoned in the Great Retreat, the arachnae project
was left behind, and one of the brood mothers was ultimately able to
escape the confines of its spawning grounds and make a new home in
the Desolation. Here its line has bred true and continues to this day,
populating the wastes with its horrific brood. It is a gigantic black-and-
red-banded spider with a reddish hourglass shape on its abdomen and
numerous glittering red eyes. Its two fore-legs each bears an elongated
talon with a serrated edge.

ASHBORNE ARACHNAE MOTHER

XP 19.200

Creature Collection lll: Savage Bestiary 16
CN Huge magical beast

Init +5; Senses darkvision 120 ft., low-light vision, fremorsense
60 ft., true seeing; Perception +31

CR12

AC 31, touch 9, flat-footed 30 (+1 Dex, +22 natural, -2 size)
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hp 189 (18d10+27)

Fort +16; Ref +14; Will +10

Defensive Abilities alien mind; Immune disease, poison;
Resist acid 20, cold 10, electricity 20, fire 10, sonic 10

Speed 30 ft., climb 20 ft.

Melee bite +25 (2d8+8 plus poison) and 2 talons +25
(1d10+8)

Space 15 ft.; Reach 10 ft. (15 ft. with talon)

Special Attacks poison, web (+17 ranged, DC 24,
effects up to Colossal creatures, 18 hp)

Str 26, Dex 12, Con 21, Int 10, Wis 14, Cha 11

Base Atk +18; CMB +28; CMD 39 (43 vs. frip)

Feats Ability Focus (poison), Improved Initiative,
Improved Lightning Reflexes, Improved Natural

Attack (bite), Iron Will, Lightning Reflexes, Skill Focus
(Perception), Weapon Focus (bite), Weapon Focus
(talon)

Skills Acrobatics +10 (+18 jump), Climb +25, Perception
+31, Stealth +8 (+14 webs)

Alien Mind (Ex) Being descended from vermin,
ashborne arachnae have an intelligence that is
completely alien to non-arachnoid creatures. This
grants them the ability to make a second saving throw
1 round later at the same DC if they fail a saving throw
against any mind-affecting spell or effect (only one
exitra chance is given to succeed on a saving throw).
In addition, any non-arachnoid creature attempting
to make telepathic contact or detect thoughts in an
arachnae’s mind must make a DC 21 Will save or fail
and be stunned for 1 round. The save DC is Wisdom-
based.

Poison (Ex) Bite—injury; save DC 26; frequency 1/
round for 6 rounds; effect 2d8 Strength damage; cure 2
consecutive saves. The save DC is Constitution-based.
True Seeing (Ex) This ability is a natural extension of the
arachnae'’s tremorsense ability and functions as the
spell of the same name.

At the bottom of the chamber, a 20-foot-diameter passage in the
cast side of the pit leads slightly upward and travels 40 feet to a
secondary chamber 30 feet in diameter and 30 feet high. This
chamber is the arachnae’s actual lair and protects her from area effect
spells and attacks from above as well as preventing flooding from
the occasional downpours. The walls of this chamber are covered
with webbing in which are suspended hundreds (638 to be exact)
of roughly 1-foot-diameter spheres held in clutches of a few dozen
each. These are, of course, the arachnae’s eggs waiting to hatch in
the next month or so. The ashborn arachnae mother herself lurks in
here and immediately attacks any who dare violate her nursery. She
pursues intruders all the way to the top of the pit before giving up
the chase.

Treasure: The incidental treasures collected by the arachnae from
her many victims are scattered throughout the chamber in various
portions of the webbing. She is intelligent enough to have not left
any out in the pit on the corpses of her previous meals. A DC 15
Perception check and 2 hours of work can gather up the following
treasures: 5,230 gp, 4,200 sp, 630 cp, 40 pp, three masterwork short
swords, a +1 shortbow, and a +1 acid resistance buckler.

Ad Hoc XP Award: If the party makes a concerted effort to
destroy all of the eggs in this chamber (fire works nicely) they will
have effectively eliminated the arachnae presence in the Desolation
after this generation. Award the party members 500 XP each for this
service to the region.
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Chapter 5:
The Chaos Rift

If the winds of the Ashen Waste howl like the spirits of the dead, the
gusts that blow over the Chaos Rift play a funeral dirge as they travel
across the lip and through the many fissures that comprise the great
crevasse. The surrounding ground is flat and unbroken save for boulder
piles (falling debris from the chasm’s creation) until one reaches the
edge of the vast, magically created canyon. It is barren, but not nearly as
desertlike as the Ashen Waste. The floor of the rift itself is tortured and
broken by the powerful forces that bent and ripped reality to create such
devastation. Many caves dot the walls of the canyon, and clearly visible on
these crumbling cliff faces are the striations of the various layers of earth
and stone now exposed to the air. A DC 35 Knowledge (dungeoneering
or nature) check, however, reveals that in many places these layers of
stratification are out of order from the natural sequence — such was the
chaos and upheaval caused by the catastrophic event.

This land was the original site of the Army of Light’s main camp, which
was moved after much of it was destroyed in the Chaos Rift’s formation.
Afterward they relocated south to what is now the Ashen Waste. As such,
a DC 20 Perception check made while traversing the lands around the
rift has a 20% chance each hour of locating some old item or piece of
equipment left behind by the soldiers of old. Usually these items are
worthless bits of junk or intriguing clues of once greater artifacts (the
beautifully jeweled pommel of what had to have been a wondrous sword,
now broken off at the hilt, for instance), though feel free to introduce
any items you wish to enhance your own campaign storyline. Who says
the Eye of the Archlich couldn’t have been dropped and lost during that
devastation?

Within the rift itself, the air is much cooler and more sheltered from
the biting wind, though it still blows through the canyon with a perpetual
hollow groaning. The floor is often shaded by the looming cliffs overhead.
At the bottom are many small collection pools and rivulets from past rains
or hidden springs. A DC 15 Survival check is necessary to locate one of
these at locations other than those described in the encounter areas below.
At its deepest point, the Chaos Rift descends close to 2,500 feet, though
the average is perhaps 1,000 feet. Relative depths are indicated on the
map in feet below ground level (i.e. —1,200 ft.). The bottom of the rift
is a convoluted surface of broken ground, smashed boulders, and terrain
scarred by heat and great blasts of catastrophic force. Movement within the
rift is considered dense rubble as described under the “Mountain Terrain”
section in Chapter 13 of the Pathfinder Roleplaying Game. Such terrain
costs 2 squares of movement for each square traveled and increases the
DC of Acrobatics checks by 5 and Stealth checks by 2. Fixed encounter
areas are considered to be normal terrain without these penalties unless
otherwise specified. The walls of the rift are composed of rough rock and
require a DC 15 Climb check to scale. The different depths within the rift
are delineated by cliffs with the same Climb DC as above.
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The Chaos Rift Daytime
Random Encounter Table

d% Encounter
01-05 Rock Fall
06-11 Acid Rain
12-13 Chaos Beast
14-15 Flash Flood
16-18 1d4 Spitting Gargoyles
19-20 Black Pudding
21-24 Bone Storm
25-27 1d4+1 Shadows
28-31 Wyvern
32-35 Lesser Nabasu Demon
36 Greater Shadow
37-40 1d2+1 Babau Demons
41-47 1d4 Margoyles
48-52 1d4+4 Ghoul Wolves
53-55 Fresh Water
56-00 No Encounter

The Chaos Rift Nighttime
Random Encounter Table

d% Encounter
01-05 Rock Fall
06-12 Acid Rain
13-17 1d2 Chaos Beasts
18-20 Spectre
21-24 Flash Flood
25-28 Black Pudding
29-31 Bone Storm
32-36 2d4 Shadows
37-40 Lesser Nabasu Demon
41-42 Greater Shadow
43-46 1d4+1 Babau Demons
47-51 1d4+1 Wraiths
52-53 Dread Wraith
54-58 1d6 Allips
59-64 1d6+6 Ghoul Wolves
65-68 Fresh Water
69-00 No Encounter
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The Chaos Rift

The northeastern quadrant of the Desolation is dominated by a huge rift
scarring the land. This huge canyon is obviously not a natural formation and
is, in fact, the result of a massive expenditure of chaotic magic in order to
destroy what was the original encampment of the Army of Light. A half mile
deep at some points, the shelter provided by the rift in the otherwise barren
Desolation serves as home to a myriad of creatures. For here the inhabitants
are protected from the horrible bone storms, and here can be found the
Desolation’s most valuable commodity, a few hidden pools of potable water
deep in the rift’s shadowy recesses.

When the magic was unleashed from the defenders of Tsar that tore the
ground asunder, those that survived the cataclysmic devastation relocated
their camp to the south into what is now the Ashen Waste. Behind they left
many of their dead, no small number entombed within the ground by the
massive upheaval that occurred. As a result many of the undead so common
to the Desolation are the incorporeal types that can move at will through the
imprisoning bedrock. The corporeal undead often remain trapped within their
unwelcome graves awaiting release by some unwitting group of travelers.

For random encounters while the party ventures through the Chaos Rift,
consult the Chaos Rift Random Encounter Tables below. These encounters
can occur regardless of whether the party is in the rift itself or on the lands
above. Encounters should be rolled on these tables once every three hours
or whenever a combat occurs that lasts more than 3 rounds. Ignore weather-
related or stationary encounter results when rolling following 3 rounds of
combat. Use the day or night tables as needed.

Acid Rain: See The Ashen Waste (chapter 4). If the party is in the rift, they
do not have any chance to detect the coming storm before it hits because of
their limited view of the sky. However, if within the rift and able to make it
to the nearest canyon wall, the natural overhangs in said wall provide some
cover reducing the damage from the acid rain by half.

Allips: See The Ashen Waste (chapter 4).
Babau Demons: See The Ashen Waste (chapter 4).

Black Pudding: These horrors creep up through the many fissures of the
rift that reach to the Underdark. They creep about in the shadows looking for
prey to feed upon. Occasionally they clamber even to the highlands around
the rift.

BLACK PUDDING CR7
XP 3,200

hp 105 (Pathfinder Roleplaying Game Bestiary “Black
Pudding”)

Bone Storm: See The Ashen Waste (chapter 4). If this encounter is rolled
while the party is in the rift, they see the storm blowing above but are sheltered
from its effects other than a slight haze caused by the blowing powder.

Chaos Beasts: These foul beasts are the result of others that have fallen
victim to the Pillars of Orcus (see Area C10) and now prowl the Chaos Rift
seeking to destroy any they meet. They have horrific mutable, ever-changing
forms that flow from one shape to the next but always maintain at least two
clawed appendages for hunting.

CHAOS BEAST CR 10
XP 3,200
hp 52 (see Area C10)

Dread Wraith: See The Ashen Waste (chapter 4).

Flash Flood: These events occur only when the party is within the rift itself.
Treat this as no encounter if they are on the surface. These occur when heavy
rainfalls occur somewhere in the rift above wherever the characters happen to
be. They may not even be aware that rain is falling elsewhere. Three rounds
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before the flash flood hits, a successful DC 20 Perception check hears an
approaching roar. This check reduces to DC 0 in the round before it hits.
When the sound is first heard a DC 17 Survival check or prior experience
with one of these flash floods reveals what is coming. Characters must
either climb or fly to get above the danger zone. They must reach at least
20 feet to be safely above the level of the flood. Otherwise they are caught
in the rushing waters traveling at 150 feet per round. Those hit by the
wall of water are dealt 4d6 points of bludgeoning damage. They must
then make a DC 30 Swim check to avoid being swept under. Even if they
succeed on their Swim check they are still carried along at the speed of
the water for 1d10+5 rounds. A new Swim check is necessary each round
while the flood lasts. Those swept under must make a DC 40 Swim check
to regain the surface. Each round that a character is swept under he suffers
3d6 points of damage from debris and bouncing off the canyon walls,
and he must hold his breath as described in See the “Swim” section in
Chapter 4 of the Pathfinder Roleplaying Game. Anyone caught in the
flood whether swimming or being swept under cannot attempt to climb or
fly out as all of their efforts are spent in staying afloat and avoiding rocks.
Other characters able to keep pace out of the water can attempt to rescue
them with ropes, branches, etc. The character being rescued must be in
sight and on the surface of the water and must make a DC 25 Dexterity
check in order to grab whatever rescue device is offered and a DC 20
Strength check each round in order to hang on until clear of the water.
Innovative characters may use magic to rescue party members such as
telekinesis, dimension door or a rope of climbing. Adjudicate such rescue
attempts as necessary.

After a flash flood passes, the water quickly drains away leaving
1d10+10 sources of fresh water easily available as described below.

Fresh Water: These are small collection pools and tanks from rainfall,
floods or seeps in the canyon wall. They only occur while the party is
within the rift; otherwise they are treated as no encounter. They contain
enough potable water to last 1d4+1 characters for one day. Any acidic
content in the water has been leeched out by the rock, though it often
leaves a bitter, acrid taste. Roll encounters every hour while the party is
at one of these tanks.

Ghoul Wolves: See The Ashen Waste (chapter 4).

Greater Shadow: These undead denizens lurk in the shadows of the rift
and the lands above. They emerge to attack the living that they hate with
a passion.

GREATER SHADOW

XP 4,800

hp 58 (Pathfinder Roleplaying Game Bestiary “Shadow,
Greater”)

CR8

Lesser Nabasu Demon: See The Ashen Waste (chapter 4).

Margoyles: These are wandering creatures from Area C6 seeking
travelers to torment or kill. Do not subtract any margoyles slain as random
encounters from the total number at Area C6, as the tribe’s numbers are
not static.

MARGOYLE
XP 1,600
hp 63 (See Area Cé)

CR5

Rock Fall: This only occurs if the party is within the rift and near one
of the canyon walls. Otherwise treat it as no encounter. When it occurs,
an animal, shifting rock or simply a strong wind gust dislodges a small
cascade of stones. Most are small and harmless, though some are large
enough to cause damage. They cover an area 1d4x10 feet wide along the
cliff and extend outward 10 feet. Anyone within that area is dealt 2d6
points of bludgeoning damage from the falling debris (DC 20 Reflex save
for half) and must make a DC 15 Fortitude save to avoid be blinded by
the dust and falling grit for 1d4 rounds. Those climbing when the rock fall
occurs must make a new Climb check at -5 to avoid falling.

Shadows: These undead creatures lurk in the shadows of the rift and
upon the plains above. They particularly like hunting in the Shattered
Lands (Area C2) for the living whom they attempt to destroy with cold

fury.

SHADOW
XP 800
hp 19 (Pathfinder Roleplaying Game Bestiary "Shadow"”)

CR3

Spectre: These are the remnants of souls lost in the tragedy that formed
the Chaos Rift. Now they lurk incorporeally in the rock walls and shattered
grounds to attack those that pass nearby.

SPECTRE
XP 3,200
hp 52 (Pathfinder Roleplaying Game Bestiary “Spectre”)

CR7

Spitting Gargoyles: These are denizens of the aerie at Area C6, hunting
for travelers to capture or kill. Anyone unfortunate to be carried off by
these creatures faces foul tortures and eventual death at Area C6 unless
they manage to escape or are rescued by their companions. Like the
margoyles above, do not subtract their number from those encountered
at Area Co6.

SPITTING GARGOYLE
XP 1,600
hp 52 (See Monster Appendix)

CRS

Wraiths: See The Ashen Waste (chapter 4).

Wyvern: A scattering of these creatures inhabit the cracks and crags
along the edges of the Chaos Rift. They often soar on the updrafts
above the rift and surrounding plains until they spot potential meals to
swoop upon. They attempt to grab a character and fly out of range of his
companions while stinging their captive. If a captive becomes too unruly,
the wyvern is not above dropping it from high in their air to subdue it
somewhat.

WYVERN
XP 42,400
hp 73 (Pathfinder Roleplaying Game Bestiary "Wyvern”)

CR 6

Fixed Encounters

The encounter areas of the Chaos Rift begin with a “C” and are followed
by a numeral designating the specific encounter. Different areas in the
encounters are designated by a hyphenated number following the “C” and
the numeral. For example the Stone Garden is identified as C4-4.

Cr1. Outer Fissures

At each of these locations a fissure in the wall of the rift becomes
narrower and narrower as it rises from the depths of the canyon. At there
farthest ends, these fissures are often no more than 5-10 feet wide. They
range in depth from 30-600 feet (roll 3d20x10). It is possible to pick
one’s way along the bottom of these fissures to reach the bottom of the
rift, but these routes are treacherous. Every 500 feet traveled requires
a DC 18 Acrobatics or Climb check to balance and avoid slipping and
falling into a crack. Such a fall inflicts 2d6 points of damage and requires
DC 15 Reflex save to avoid becoming wedged in and trapped. Those
trapped must succeed at a DC 25 Escape Artist check or else require
assistance to free themselves. Wandering monsters routinely check the
bottoms of these fissures hoping to find a trapped unfortunate who might
make a tasty meal. Movement within the fissures is equal to dense rubble
as described above.
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C2. Shattered Lands
(CR varies)

At each of these locations a fissure (see Area C1 above) has widened
to spread over a larger area but now is composed of a network of very
narrow cracks interconnected over a much larger area creating stepping
stones, usually no more than a few feet apart. A character can leap from
one of these to another to traverse the area (DC 7 Acrobatics check for
size Medium creatures and larger, one jump necessary for every 30 feet
traveled). A failure of this check by more than 5 results in a plummet
into the crevice below. Review Area C1 to determine the depth of these
crevices, and the character is automatically wedged requiring a DC 25
Escape Artist check to free himself and begin the climb back up.

The creatures that roam the Chaos Rift are very familiar with the
Shattered Lands and often hunt in these areas. Incorporeal undead often
lurk within the crevices waiting for someone to make the precarious leap
over them. While the party is in one of these areas, Random Encounter
checks should be made twice as often on the encounter tables.

Cs. Otis and Lortis (CR 8)

The description of this area assumes that the PCs are approaching
from the topside of the canyon during the day. If it is night, adjust the
description based on the information below. If the characters are on the
floor of the rift, they are likely to fail to notice this area altogether.

A platform of rough hewn logs dangles precariously over the edge
of the canyon here. Heavy support struts sunk into the bedrock
secure it in place. Hanging beneath the platform is wooden deck
suspended by ropes at its four corners. These ropes come together
at a point 10 feet above this deck and combine into one heavy rope
which runs upward through a pulley on the platform above and
finally to a massive winch. It appears to be some sort of crude
lift, though it looks like it would take a lot of brute strength to
operate it. Next to the platform on the brink of the cliff is a large
log cabin. Mud stops the cracks in the walls and the gaps in the ill-
fitting shingles of its roof. Beside the front door hangs a tarnished
bell. Below it is a sign painted in crude black letters that reads in
Common, “KLOSED TIL NITEFALL”.

Creatures: A pair of entrepreneurial troll brothers has set up shop here
and attempt to make a living off the few travelers or creatures foolish
enough to try and plumb the depths of the Chaos Rift. Fairly intelligent
for there kind, these 2 rock trolls emerge from their cabin only after dark.
If anyone rings the bell a gruff voice from within the cabin yells, “No
open! Go ‘way ‘til dark!”. The door to the cabin is locked and the party
gets no further response until sunset. If they try to break in, see Tactics
below. After dark, these two trolls emerge from the cabin and explain their
operation in broken Common. They lower anyone who pays a toll to the
floor of the rift 900 feet below. The cost is 100 gp per person and no Large
animals are allowed. If questioned about mounts, they point to a shoddy
hitching post nearby with suspicious, dark stains on the ground beneath
it. They say any horses can be tied there and they’ll watch them free of
charge — as they lick their lips. They explain that there is a bell at the
bottom of the rift, and they will lower the elevator deck to anyone who
rings it to bring them back up.

OTIS and LORTIS, ROCK TROLL BROTHERS CR &6
XP 2,400

Male rock troll (The Tome of Horrors Complete 613)

CN Large humanoid (earth, giant)

Init +1; Senses darkvision 60 ft., low-light vision, scent;

Perception +7

AC 20, touch 10, flat-footed 19 (+1 Dex, +10 natural, -1 size)
hp 92 (8d8+56); fast healing 5 (while underground)

Fort +13; Ref +3; Will +1

Weaknesses vulnerability o sunlight

Speed 30 ft., burrow 20 ft.

Melee 2 claws +12 (1d6+7) and bite +12 (1d6+7)
Space 10 ft.; Reach 10 ft.

Special Attacks rend (2 claws, 2d6+10)

Str 25, Dex 12, Con 25, Int 6, Wis 9, Cha 6

Base Atk +6; CMB +14; CMD 25

Feats Alertness, Intimidating prowess, Power Attack, Skill
Focus (Craft [carpentry])

Skills Craft (carpentry) +4, Infimidate +8, Linguistics -2,
Perception +7, Sense Motive +3

Languages Common, Giant

Fast Healing (Ex) A rock troll heals only if it is underground
and touching dirt or earth.

Vulnerability to Sunlight (Ex) A rock tfroll exposed to sunlight
(not merely a daylight spell) can only take a single move or
attack action and is instantly turned to stone (as if by a flesh
fo stone spell) in the next round if its fails a DC 17 Fortitude
save. This effect is permanent, but can be dispelled if the
rock troll is removed from the source of the sunlight and
stone fo flesh is cast on it. A rock troll must make a new
saving throw each round it remains in sunlight.

The troll brothers are fairly honest (though they promptly eat any mounts
that are left in their care) and, true to their word, lower anyone who pays
the toll. At the bottom of the rift there truly is a bell which summons the
trolls to lower the elevator (though not until after dark). Even then the
first thing lowered is a large bucket that says “Tolls”, and anyone wishing
a ride is expected to place another 100 gp into that bucket per person
wishing to ride. It is then drawn back up before the elevator is lowered.

If the trolls are slain, the party can still use the elevator, though someone
must remain up top to operate the winch. The elevator deck itself weighs
750 1b. and can hold an additional 2,000 Ib. Anything over that has a
cumulative 5% chance of breaking the rope per additional 20 Ib. added.
You can determine what height the elevator deck is at when the rope
breaks as you see fit. The operator of the winch must have a Strength
score high enough to drag the combined weight of the elevator deck and
its occupants to be able to lift or safely lower the elevator. If the elevator
begins to fall out of control, there is a brake on the winch that can be
engaged to arrest its plummet. However, this leaves it suspended in space
until it is moved once again. The elevator can be raised or lowered at a rate
of 5 ft. per round, so it takes 18 minutes for it to complete a journey. Roll
once for Random Encounters on the appropriate Daytime or Nighttime
table for each trip that the elevator makes. If an airborne encounter is
rolled, the elevator is attacked in transit. Ignore any earthbound encounter
rolled. The trolls do not assist in any such combat, and the encountered
creatures never attack the elevator or ropes because of the easy victims it
often provides.

Tactics: Being rock trolls, the brothers have a distinct fear of the sun and
don’t venture outside during daylight for any reason. Attempts to lure or
force them outside are virtually fruitless — even burning the cabin down
does not succeed. In fact the cabin is nothing other than a hollow shell
over a heavy trapdoor that is always locked from the underside (it has the
same stats as the front door). Beneath this is short tunnel leading to a large
cave, 40 feet on a side with a 15-foot ceiling. It is here that the trolls dwell,
and they attack with abandon anyone who intrudes knowing it is their only
true sanctuary from the hated sun.

When the trolls pull anyone up from below, they carefully count the
passengers on the elevator deck when it is still about 200 feet below and
compare the number to the tolls within the bucket. If the numbers don’t
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match they lower the elevator back down and ignore any further entreaties
from below for a full day. Though they are loathe to do so, they cut the
rope if anyone who looks dangerous to them attempts to climb it.

Locked Wooden Door: 2 in. thick; Hardness 5; hp 20; Break
(DC 25); Disable Device (DC 25).

Wooden Elevator Deck: 6 in. thick; Hardness 5; hp 60; Break
(DC 35).

Elevator Rope: 6 in. thick; Hardness O; hp 12; Break (DC 30).

Treasure: The troll brothers keep their treasures gained from years of
taking tolls and looting the occasional victim in their cavern home. This
hole in the ground is strewn with filth and stinks horribly but has these
various items thrown haphazardly about. A DC 15 Perception check
uncovers one of these treasures in each round of searching. The treasures
include 7 large leather bags holding 500 gp each (these can be found one at
a time), a +2 goblinoidbane longsword with the name “Orc Kissed” written

on its blade in Draconic, a Small suit of +/ chainmail, a vial holding oil of’

bless weapon, and a griffon statuette carved of rock crystal (450 gp).

C4. OId Death’s Hollow

The northernmost reaches of the Chaos Rift are avoided by all other
denizens of the place. No random encounters occur here due to the reputation
of'the creature that has made its home here for the last century — the dracolisk
Old Death. This foul beast hunts its domain for any who dare pass between
the great rock pillars that separate his home from the rest of the rift.

C4-1. Hunting Grounds (CR 10)

Between the three great pillars that demarcate this hollow from the
rest of the rift and the small box canyon that houses Old Death’s lair is a
short plain of dust and broken statues. The statues are a hodge-podge of
animals, creatures found in the Chaos Rift, and humanoids — typically
dressed as travelers or adventurers. The humanoids are in various postures
of fear or battle. It is quite obvious that these statues are the victims of
a petrifying attack of some sort. All have been smashed or partially
destroyed so attempts at stone fo flesh just result in a gory mess. A DC
20 Perception check locates the occasional track in the dust of a large,
three-clawed reptilian beast. A DC 15 Knowledge (arcana) check confirms
them to be basilisk tracks of a particularly large specimen. The tracks are
sporadic and don’t last long in the soft dust, so they cannot be followed.

Creature: Any denizens of the rift who brave this area assume they
are secing the results of Old Death’s hunting. However, this is actually
the work of an abyssal greater basilisk. This extraplanar beast somehow
appeared on this plane through the chaotic fluctuations of the Pillars of
Orcus. It made its way to Old Death’s hollow where the dracolisk was
able to gain control of it through intimidation and manipulation. Now
this horror wanders the area outside Old Death’s box canyon sparing Old
Death the need to hunt intruders on his own. The basilisk does not keep
a lair, merely continually wandering its demesne, sleeping wherever it
lays its head. Likewise it keeps no treasure, petrifying its victims and
then smashing or devouring them. It locates the party within 1d10+10
minutes of their passage beyond the pillars marking the hollow’s border.
It immediately charges to attack, sweeping the entire party with its gaze
attack and then closing to bite with its smite good ability.
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ABYSSAL GREATER BASILISK
XP 9,600

Advanced fiendish basilisk (Pathfinder Roleplaying Game
Bestiary "Basilisk”; “Fiendish Creature”)

CE Large outsider (augmented magical beast, extraplanar)
Init +3; Senses darkvision 60 ft., low-light vision; Perception
+28

CR10

AC 18, touch 8, flat-footed 18 (-1 Dex, +10 natural, -1 size)
hp 171 (18d10+72)

Fort +12; Ref +12; Will +14

DR 10/good; Resist cold 15, fire 15; SR 17

Speed 20 ft.
Melee bite +25 (2d8+10)

Space 10 ft.; Reach 5 ft.
Special Attacks gaze, smite good

Str 24, Dex 8, Con 19, Int 3, Wis 13, Cha 15

Base Atk +18; CMB +26; CMD 35 (47 vs. frip)

Feats Blind-Fight, Great Fortitude, Improved Initiative,
Improved Natural Aftack (bite), Iron Will, Lightning Reflexes,
Skill Focus (Perception), Skill Focus (Stealth), Weapon Focus
(bite)

Skills Perception +28, Stealth +26

Gaze (Ex) Turn to stone permanently (as flesh to stone),
range 30 feet, Forfitude DC 23 negates. A creature petrified
in this maftter that is then coated (not just splashed) with
fresh basilisk blood (taken from a basilisk no more than 1
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hour dead) is instantly restored to flesh. A single basilisk
contains enough blood to coat 1d3 Medium creatures in this
manner. The save DC is Constitution-based.

Smite Good (Su) Once per day an abyssal greater basilisk
can make a melee aftack with a +2 on the aftack roll to
deal an extra 18 points of damage against a good foe. The
smite persists until the target is dead or the abyssal greater
basilisk rests.

C4-2. Canyon Entrance (CR )

Aside draw penetrates the cliff walls here heading in a northwesterly
direction. The walls rise steeply in crumbly crags on either side.
Shreds of wispy spider web dangle here and there occasionally
disturbed by the canyon’s breezes. Ahead the draw narrows
further and is obstructed by a larger concentration of webbing that
completely blocks passage. Within this webbing is a massive spider,
large enough to touch either side of the draw with its bloated body. Its
many jointed legs twitch as it peers at you ominously.

Creatures: The spider in the webs is actually a fake constructed by the
2 ettercaps that inhabit this area and serve Old Death. It is composed of
large wads of webbing wound tightly with branches and sticks attached
to serve as legs. The entire construction is suspended in thick webbing
that hangs completely across the draw. The breezes that blow through
create the illusion that the spider twitches and moves. Since the spider is
obscured by the webs blocking the path, its true nature is not evident until
characters come within 5 feet unless significantly damaged by ranged
weapons.

ETTERCAPS (2)
XP 800
hp 30 (Pathfinder Roleplaying Game Bestiary “Ettercap”)

CR3

Tactics: While the party deals with the fake spider, the ettercaps clamber
along the rock walls 50 feet above the PCs’ heads attempting to remain
hidden. When the party is distracted they launch web attacks hoping to
entangle a few party members before they climb down to engage in melee.
The webbing blocking the path is equal to the ettercaps’ web ability for
purposes of moving through it or escaping it.

Treasure: The ettercaps make their lair around a bend in the draw
beyond the fake spider. It is a ledge 20 feet above the canyon floor only
noticeable with a DC 15 Perception check by someone at ground level.
The ledge itself has a scattering of web-shrouded bones and debris. Mixed
in with this detritus and found with a DC 17 Perception check is a human
skull with two diamonds (500 gp each) in its eye sockets and four small
emeralds (250 go each) in its jaw. This may resemble a demi-lich to
experienced adventurers but is actually merely an artistic expression of
the ettercaps.

C4-3. The Box Canyon (CR 1)

The draw opens into a short box canyon, the walls rising steeply
to the top of the rift above. To the southwest is a large collection
of stony debris, largely indiscernible from here. The canyon’s most
immediate feature, however, is the massive cave opening in the
canyon wall before you. It opens 40 feet above the canyon floor
and is studded with wickedly pointed stalactites. Occasional wisps
of mist emerge from it, almost like a great maw exhaling into the
canyon.

Creature: The cave opening is detailed at C4-6 and serves as the
entrance to the lair of Old Death, an advanced blue dracolisk. This

creature passes his time in his lair listening for intruders (Taking 10 on its
Perception check), so unless the party was extremely quiet in dealing with
the ettercaps at Area C4-2 Old Death is probably aware of their presence.
He lurks in the shadows just inside the cave mouth using the ledge’s
concealment to hide. He waits until someone approaches within 60 feet
of the cliff base before unleashing his lightning breath weapon without
exposing himself. He then withdraws to the back of Area C4-6 to await
the invaders.

OLD DEATH
XP 12,800
hp 175 (see Area C4-6)

C4-4. Stone Garden (CR 1)

This looks like somebody’s twisted idea of a statuary exhibit.
Dozens of stone statues stand in here in all manner of poses. Most
appear to be humanoids of various sorts in a combative stance,
though many appear to be surprised or cowering. Mixed in with
them are examples of local wildlife and less common creatures.
Nearly all of them show signs of damage or cracking.

CR11

Old Death maintains this collection of his favorite victims from his
petrifying gaze attack. He has moved them all here to spare them from
destruction and possible consumption by the abyssal greater basilisk at
Area C4-1. That creature knows better than to enter Old Death’s private
box canyon. Regardless, Old Death typically damages his statues to
prevent any rescue and risk of facing the same adversary again. This is
evident to any who would attempt to apply stone to flesh to one of these
victims. Readily apparent are cracks and damage at lethal locations on the
statues. However, if you would like to insert an NPC or a replacement PC
for a player who has lost there character, feel free to insert and undamaged
statue in the midst of the others.

Creature: Amongst the other statues is what appears to be a petrified
ogre warrior. This is actually a stone golem constructed in that fashion.
Its creator, a human wizard, was petrified by Old Death and dragged back
to this collection. Unbeknownst to the dracolisk the stone golem, that had
been distracted at the time by the basilisk, fought its way through (there
were once 3 ettercaps at Area C4-2) and followed its master to this place.
Old Death has not noticed this intrusion and has not visited his collection
since. Now the golem stands silently next to the damaged remains of its
master and waits for someone to come within 20 feet before attacking.

STONE GOLEM
XP 12,800

hp 107 (Pathfinder Roleplaying Game Bestiary “Golem,
Stone”)

C4-s. Rotting Pool (CR 6)

CR11

A small fissure in the canyon wall releases a trickle of water to
form a pool in this narrow hollow. Growing in the shade around the
edges of the pool are many toadstools and other types of fungus,
some of them growing as high as 4 and 5 feet. A sickening smell,
like the odor of rotted meat, fills this area — possibly from some of
the forms of fungus present.

The foul odor of this area actually emanates from the pool itself. This
pool is no more than 5 feet deep and appears otherwise harmless but is
actually tainted. Anyone exposed to contact with the water must make
a DC 14 save or contract slimy doom. Anyone drinking the water must
save against the slimy doom and make a DC 16 Fortitude save or contract
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blinding sickness. The effects of these diseases can be found in the
“Diseases” section in the Appendix of the Pathfinder Roleplaying Game.

Creatures: To add to the danger of this area are the 3 violet fungi that
grow at the pool’s edge camouflaged among the other fungi. They attack
anyone that approaches the pool. These fungi give off the rotten odor
faintly from absorbing the water of the pool, so a party may believe they
are the true source of the stench rather than the water.

VIOLET FUNGI (3)
XP 800
hp 30 (Pathfinder Roleplaying Game Bestiary "Violet Fungus”)

C4-6. Old Death’s Lair (CR 11 or 12)

Old Death’s tactics upon the approach to his lair are described under Area C4-
3. Read the following after the party has mounted the ledge leading into the lair.

CR3

A wide natural cavern extends back from the ledge and curves
around to the left. Stalactites and stalagmites line the cavern’s
edges, but the center has been cleared of such obstacles by the
passage of something large. Scrapes and scratches mar the floor
and the closest rock formations, and the occasional brownish-blue
scale lies brushed into a nook.

Directly ahead stands the statue of an armored warrior, one arm
snapped off at the shoulder, the other raised and pointing towards
the cave’s entrance.

The statue is another one of Old Death’s petrified victims, and like much
else in this area, is intended as a red herring for anyone foolish enough
to invade his lair. Old Death purposely hopes the scales lead intruders to
believe that he is simply a blue dragon or behir, so he can catch them off
guard with his gaze attack. He hopes they attribute the many petrified
victims to the work of the abyssal great basilisk. Behind the statue are a
5-foot ledge and a narrow passage that leads to Area C4-7. See Tactics
below for how intruders are dealt with by the inhabitants of these areas.

Creature: Southwest of the entrance is the lair of Old Death and
here the dracolisk lurks awaiting his prey. A clear pool of potable water
occupies the caverns far end, beside which is the dracolisk’s bed of shed
scales and treasures. At the north end of this lair is another 5-foot ledge
that leads into Area C4-7.

OLD DEATH

XP 12,800

Male advanced half-blue dragon basilisk (Pathfinder
Roleplaying Game Bestiary “Basilisk”; “Half-Dragon”)
NE Large dragon (earth)

Init +2; Senses darkvision 60 ft., low-light vision; Perception
+24

CR11

AC 19, touch 7, flat-footed 19 (-2 Dex, +12 natural, -1 size)
hp 175 (14d10+98)

Fort +18; Ref +9; Will +7

Immune electricity, sleep, paralysis

Speed 20 ft., fly 40 ft. (average)
Melee bite +24 (1d8+11) and 2 claws +24 (1dé+11)
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Space 10 ft.; Reach 10 ft.

Special Attacks breath weapon (60-foot line of
electricity, 14dé electricity damage, Reflex DC 24 half),
gaze (DC 24)

Str 32, Dex 6, Con 25, Int 8, Wis 13, Cha 13

Base Atk +14; CMB +26; CMD 34 (40 vs. frip)

Feats Blind-Fight, Combat Reflexes, Great Fortitude,
Improved Initiative, Iron Will, Lighting Reflexes, Skill Focus
(Perception)

Skills Fly +13, Intimidate +18, Knowledge (local) +15,
Linguistics +3, Perception +24, Stealth +11

Languages Draconic, Undercommon

Gaze (Ex) Turn to stone permanently (as flesh to stone),
range 30 feet, Fortitude DC 24 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 1d3 Medium creatures in this
manner. The save DC is Constitution-based.

Tactics: When the party gains entrance to the lair, the derro in area
C4-7, already alerted by Old Death, is waiting in hiding on a ledge behind
the warrior statue with total cover. When he hears the party in the cavern
he begins to cast spells using the statue for cover and attempting to make
it appear as if the spells are originating from the pointing statue itself.
An opposed Perception check against the derro’s Bluff is necessary to
detect that the spells are actually coming from something casting behind
the statue. He uses lightning bolt, magic missile and scorching ray to blast
the party from a distance. If approached, he retreats back into Area C4-
7. However, anyone approaching the statue exposes themselves to the
lightning blast from Old Death who has readied an action for just such
an opportunity. Characters that then attack the dracolisk find themselves
subject to its gaze attack and further spell attacks from the derro on his
ledge.

Treasure: Piled in his bed of molted scales, crumbled statue bits, and
droppings are the following treasures: 12,600 gp, 6,500 sp, 10,000 cp,
an assortment of 31 gems (total value 8,700 gp), an electrum necklace
(250 gp), a gold tiara set with a tourmaline (480 gp), a masterwork silver
longsword, a +1 light mace, a helm with gold inlays (200 gp), a backpack
with two sunrods, an everburning torch, and four thunderstones, a silver
scroll case (100 gp) holding a divine scroll (CL 9: raise dead), and a single
drum of panic (matching the one at Area A5-4).

C4-7. Cave of
The Whisperer (CR 10)

Creature: While Old Death is smart for his species, he is incapable
of coming up with the insidious tactics and dodges concocted for the
defense of his lair, including the manipulation of the basilisk at C4-1.
This small cave serves as the home of the true brains behind the beast.
Here resides the derro savant known as The Whisperer. This decrepit
creature found his way into the Chaos Rift through a crevice in the
rift floor after narrowly surviving an encounter with an elder black
pudding deep in the Under Realms. Both of his legs were lamed and
he lost his eyesight. Furthermore, the acid attacks of the ooze burned
his throat reducing his voice to a hoarse whisper. The derro managed
to drag itself to Old Death’s lair and was able to begin manipulating
the dracolisk who, fortunately for the derro, spoke Undercommon. Old
Death has never seen the true form of The Whisperer who remains
concealed in his small cave and cloaks himself in invisibility if he
ever emerges. Now the dracolisk typically reclines on his bed of
treasures and filth while the derro whispers his foul plottings into his
ear throughout the night.

THE WHISPERER
XP 9,600

Male derro savant sorcerer 7 (Pathfinder Roleplaying Game
Bestiary "Derro”)

CE Small humanoid (derro)

Init +6; Senses blindsight 40 ft.; Perception +7

CR10

AC 16, touch 14, flat-footed 14 (+1 deflection, +2 Dex, +2
natural, +1 size)

hp 56 (3d8+3 plus 7dé+6 plus 10)

Fort +4; Ref +5; Will +11

Immune insanity, confusion; SR 21

Weaknesses vulnerability fo sunlight

Speed 5 ft. (lame)

Melee +] keen punching dagger +8 (1d4+1/19-20/x3 plus
poison)

Space 5 ft.; Reach 5 ft. (10 ft. with melee touch attacks)
Special Attacks long limbs, poison, sneak aftack +1dé
Spell-like Abilities (CL 3rd):

At will—darkness, ghost sound (DC 13)

1/day—daze (DC 13), sound burst (DC 15)

Bloodline Spell-like Abilities (CL 7th):

4/day—acidic ray (ranged touch +7)

Spells Known (CL 7th, melee touch +7, ranged touch +7):
3rd (5/day)—lightning bolt (DC 16), majorimage (DC 16),
fongues

2nd (7/day)—invisibility, levitate, scorching ray, see invisibility
st (7/day)—enlarge person, floating disc, mage armor,
magic missile, ray of enfeeblement, unseen servant

0 (at wil)—detect magic, message, open/close, ray of frost,
read magic, resistance, touch of fatigue

Bloodline aberrant

Str 10, Dex 14, Con 13, Int 14, Wis 5, Cha 16

Base Atk +5; CMB +4; CMD 13

Feats Blind-Fight, Eschew Materials®, Improved Initiative,
Quick Draw, Silent Spell®, Toughness, Weapon Finesse
Skills Bluff +16, Knowledge (dungeoneering) +12, Perception
+7, Spellcraft +15, Stealth +16

Languages Aklo, Draconic, Dwarven, Undercommon

S$Q bloodline arcana, madness, poison use

Combat Gear vial of greenblood oil (7 doses); Other Gear
ring of protection +1, +1 keen punching dagger poisoned
with greenblood oil, ring of sustenance

Madness (Ex) Derros use their Charisma modifier on Will
saves instead of their Wisdom modifier, and are immune to
insanity and confusion effects. Only a miracle or wish can
remove a derro’s madness. If this occurs, the derro gains 6
points of Wisdom and loses 6 points of Charisma.

Poison (Ex) Greenblood Oil—injury; save Fort DC 13;
frequency 1/round for 4 rounds; effect 1 Constitution
damage; cure 1 save.

Poison Use (Ex) Derros are not at risk of poisoning themselves
when handling poison.

Vulnerability to Sunlight (Ex) A derro takes 1 point of Con
damage after every hour it is exposed fo sunlight.

Description: If ever seen in his true form, this derro presents a pathetic
appearance: pale blue-white skin, his legs ending in horribly scarred
stumps at the knees, more acid burn scars at his throat and across his
face and eyes leaving burned hollows where his sockets are, and scraggly
patches of white hair for his scalp and beard between the many areas of
scar tissue. He is completely blind but has developed extremely acute
hearing and now compensates for his loss of eyesight with no penalties.

Tactics: The Whisperer’s tactics in defending Old Death’s lair are
described in Area C4-6. However, if his own lair is actually entered he
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uses the tactics found here. In that case he abandons Old Death to his fate,
cloaks himself with invisibility and uses major image to create the illusion
of a rust monster in the cave hoping to separate the less heavily armored
characters from the main fighters. He then casts darkness and attacks these
individuals while within this concealment suffering no penalties due to his
adaptation to sightlessness.

Treasure: Concealed in a hollow at the base of a stalagmite (DC 20
Perception check to locate) are the derro’s few treasures. They consist of
four moonstones (50 gp each), a silver statuette of an aboleth (55 gp), and
a vial of dragon bile (see the “Poison” section in the Appendices of the
Pathfinder Roleplaying Game).

Cs. Chaos Falls (CR 10)

A strange sight greets the eye here. A small dell, shadowed by the
overhang of the nearby cliff wall, exists here in peaceful seclusion.
A carpet of low grass surrounds a pool of water, and a few stunted
trees struggle to grow in the rocky soil. A narrow stream leaves the
pool and flows to the northeast. Strangest of all is the pool’s source.
A thin waterfall seemingly emerges from thin air 30 feet above the
pool’s center and tumbles in a continuous stream into the basin.
There is no visible origin for this waterfall, but it seems real enough
based on the slight mist that reaches you from its shower.

This is truly one of the more bizarre results of the magic that spawned
the Chaos Rift. Here the powerful chaos magic opened a gap in reality
from which issues this flow. There is no visible opening, and nothing can
pass back through to the other side. Nonetheless the water is fresh and
pure like that of the sweetest spring. The pool is 40 feet in diameter and
reaches no more than 10 feet in depth. The stream leaving the pool travels
northeast before tumbling over the edge of the precipice into the area lying
300 feet lower. There it remains in a collection pool until it seeps into the
ground or evaporates. The water is safe and delicious everywhere along
the length of this watercourse.

Creature: Unfortunately the dimension-spanning turbulence has also
spawned a guardian for this pool. A foul howling abomination dwells
here ethereally and attacks any who dare use the pool that it considers
its own property. When fully visible it looks like a churning distortion in
space composed of a mass of dozens of fanged maws stacked atop each
other in a never-ending frenzy of self-cannibalization. From between these
sprout writhing tentacles each ending in a clawed barb. When it attacks,
the wild ululations of its disparate mouths sound in an eerie ceaseless
howl. It lurks above the waterfall until it has the opportunity to make a
sneak attack, preferably against a spellcaster. Then it activates its frightful
presence while it continues its attack, focusing on one character at a time.
This creature fights fanatically until dead.

HOWLING ABOMINATION

XP 9,600

Creature Collection Il: Dark Menagerie 95

CE Huge outsider (chaotic, evil, extraplanar)
Init +5; Senses darkvision 60 ft.; Perception +19
Avra frightful presence (30 ft., DC 12)

CR 10

AC 15, touch 9, flat-footed 14 (+1 Dex, +6 natural, -2 size)
hp 85 (10d10+30)

Fort +6; Ref +8; Will +7

Defensive Abilities blink, ethereal jaunt

Speed fly 60 ft. (perfect)

Melee 1d4 bites +16 (2d6+8/19-20) and 2 claws +16
(1d8+8/19-20)

Space 15 ft.; Reach 10 ft. (15 ft. with claws)

Special Attacks death warp, sneak attack +5dé
Spell-like Abilities (CL 10th):
Continuous—blink

Str 27, Dex 12, Con 16, Int 9, Wis 11, Cha 5

Base Atk +10; CMB +16; CMD 31

Feats Critical Focus, Improved Critical (bite), Improved
Critical (claw), Improved Initiative, Skill Focus (Perception)
Skills Fly +18, Knowledge (planes) +12, Perception +19,
Stealth +5, Survival +10

Languages Abyssal

Death Warp (Su) When a howling abomination is slain, its
pocket dimension collapses violently. All those within 30 feet
must make a DC 18 Reflex save or be moved 1d4x5 feetin a
random direction. Those that materialize in a solid object are
ejected as per the blink spell. The save DC is Constitution-
based.

Ethereal Jaunt (Su) A howling abomination can shift from

the Ethereal Plane to the Material Plane as a free action,
and shift back again as a move action (or as part of a move
action). The ability is otherwise identical to ethereal jaunt
(CL 15th).

Treasures: The few treasures the creature has collected rest in the depths
at the center of the pool, taken from past victims. They consist of 27 gp
and the marble head of a large statue depicting a fair-faced nobleman.
How this came to be here is unknown but its artistic value makes it worth
150 gp.

Cé. Spitters’ Canyon

This box canyon branches off from the main rift and is avoided by
most other denizens of the Chaos Rift — for good reason. High up on
the northern cliffs at the entrance to this canyon is the aerie of a unique
type of gargoyle previously unseen outside the Desolation. This nasty
(the term for a gargoyle tribal group) of spitting gargoyles lords it over
the other earthbound dwellers of the Desolation. Only the hardiest of
demons is willing to take on these gargoyles in combat due to their
horrible acid attack. The spitting gargoyles are loosely aligned with
the mercenary leader Clantock at Area 14 of the Camp (see Part 1—
The Edge of Oblivion). Recently Clantock set up an ambush on the
mercenary group known as the Pounders and the Bard’s Gate caravan
they were escorting. The gargoyles are still flush from this victory and
are anticipating more victims being brought to them by Clantock’s
mercenaries.

Cé-1. Approach to Spitters’
Canyon &ZR varies)

Whether the party approaches up the canyon, over the top or in the
air, they have a good chance of being spotted by the sentries at Area
C6-2. Have the party make opposed Stealth checks to the gargoyles’
Perception checks (who are Taking 10 unless alerted) if the party trying
to be stealthy. If the party is accompanied by Clantock’s mercenaries,
the gargoyles do not attack immediately. Rather they raise the alarm
in Areas C6-3 and C6-4 and prepare to ambush whatever travelers
are with the mercenary company, who will then turn on those they
are guiding and join the gargoyles. If the party is alone, whichever
gargoyles notice them attack and attempt to finish them and claim their
loot for themselves. If they are unsuccessful after 5 rounds, they then
return to the aerie to raise the alarm as before. From the floor of the
canyon or the cliff overlooking the lair, the aerie can only be noticed
with a DC 20 Perception check unless the PCs know what they are
looking for.
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C6-2. Watch Posts (CR 8)

Creatures: Each of these ledges serves as a lookout point for the spitting
gargoyles’ servants — a group of margoyles. On each of these ledges perch
3 margoyles (gargoyles with a stonier hide that resembles a natural rock
outcropping rather than a carven statue) Taking 10 on their Perception
checks as mentioned above. The relative height from the canyon floor
for each of these ledges is listed on the area map. The margoyles of the
lowest ledge send one of their number patrolling down the canyon every
few minutes, and the margoyles of the highest ledge likewise send one
of their number to fly up over the top of the cliff on patrol. When the
party approaches by one of these routes there is a 20% chance one the
margoyles is currently on patrol and actively making Perception checks.
Otherwise they are fairly inattentive as described above and only have
a chance to notice the party when they come within sight of one of the
ledges. The margoyles of the three ledges do not coordinate their attacks,
attempting to attack intruders as far away as possible without alerting the
others so they can keep all the spoils for themselves.

MARGOYLES (9)

XP 1,600

The Tome of Horrors Complete 306

CE Medium monstrous humanoid (earth)
Init +2; Senses darkvision 60 ft., low-light vision; Perception +12

CR5

AC 18, touch 12, flat-footed 16 (+2 Dex, +6 natural)

hp 63 (6d10+24 plus 6)
Fort +6; Ref +7; Will +6
DR 10/magic

Speed 40 ft., fly 60 ft. (average)
Melee 2 claws +9 (1d6+3), bite +9 (1d6+3), gore +9 (1dé+3)

Str 17, Dex 15, Con 19, Int 8, Wis 12, Cha 8

Base Atk +6; CMB +9; CMD 21

Feats Power Attack, Skill Focus (Fly), Toughness
Skills Fly +14, Perception +12, Stealth +10 (+16 stony
environs), Survival +7

Languages Common, Terran

SQ freeze

Freeze (Ex) A margoyle can hold itself so still it appears to
be a statue. A margoyle that uses freeze can take 20 on its
Stealth check to hide in plain sight as a stone statue.

Cé6-3. Margoyle Den (CR 12)

This filthy cavern is littered with bones, the remains of past meals
and excrement. The walls are rough and craggy and a few small
stalactites and stalagmites protrude from the floor and 40-foot
ceiling. The smell of decay hangs strongly in the air.
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Creatures: This cavern serves as home to 12 margoyles that comprise
the remainder of the nasty that serves the spitting gargoyles in Area C6-4.
They have no leader, the former one having been slain when the spitting
gargoyles usurped control of the group. The margoyles lurk against the
walls of this cavern using their Stealth and freeze abilities when intruders
enter. With their craggy appearance, the margoyles are only spotted
against the natural cavern walls with a DC 20 Perception as anything other
than natural, though strangely, shaped rock formations. If combat occurs
here, the gargoyles in Area C6-4 do not come to assist, though they are
likely alerted and on guard against intruders.
MARGOYLES (12) CR5
XP 1,600
hp 63 (See Area C6-2)

Treasure: Scattered about the room intermingled with the remains of
their past victims are the collected treasures of the margoyles. These can
be found with a DC 15 Perception check though it requires an hour to
gather all of the loose coins and gems. They consist of 234 gp, 1,040 sp,
648 cp, 5 pp, thirteen bloodstones (50 gp each), a black pearl (500 gp), and
a single gold-coated feather (75 gp).

C6-4. Aerie of the Spitting
Gargoyles (CR 1)

Be careful before allowing your players to enter this area; it can be a
very deadly encounter. Across the front ledge there are always 3 spitting
gargoyles using their freeze ability and keeping a watch out. If they spot

anyone approaching they sound an alarm to their comrades and then fly
out to engage the interlopers. The remaining 14 spitting gargoyles then
emerge at a rate of 1d4 per round to join in the fracas while one heads to
area C6-3 to rouse the margoyles for combat. These, too, begin arriving at
the same rate as the spitting gargoyles though not until the fifth round. The
lone spitting gargoyle that rallied them joins in their first wave to arrive.
Thy gargoyles and margoyles retreat to their respective lairs if more than
half of their numbers are slain. The spitting gargoyles sit up on the ledge
and attempt to shoot down any fliers and climbers with their spit attacks.

This cavernous chamber rises over 60 feet into the air. Stalactites
hang down from this ceiling like menacing fangs, matched by
the stalagmites rising from below. Water drips in several places
forming small pools on the floor. Around the circumference of the
chamber are several ledges 20 feet above the floor. In the room’s
center a tall, flat-topped stalagmite rises like a great column 40 feet
into the air. Whimpering sobs echo through this natural cathedral
punctuated occasionally by moans of pain.

Creatures: This great chamber serves as the home for the entire nasty of
17 spitting gargoyles as described above. The gargoyles perch upon all the
ledges using their Stealth and freeze abilities when intruders enter except
for the easternmost, which leads to Area C6-3, and the southeastern which
leads to Area C6-6. Likewise the centermost spire is described under C6-5
and does not have any gargoyles currently lurking on it. In the chamber’s
northwest corner a boulder blocks an exit tunnel. This concealed exit can
only be located with a DC 14 Perception check. A DC 24 Strength check
is necessary to scoot the boulder aside. If fighting occurs in this room,
the gargoyles swoop in groups of 2 or 3 to make Flyby Attacks while the
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remainder stay on their ledges and use their spit attacks.

SPITTING GARGOYLES (17)
XP 1,600
hp 56, 51 (x3), 48, 45 (x7), 38 (x5) (See Monster Appendix)

CRS

Development: Since these gargoyles are more intelligent than their
lesser kin and have made bargains with humanoids in the past, a party
that acquits itself well against them has an opportunity to parley. If the
gargoyles are reduced to a third of their number or less, they all fly to their
ledges and the one with the highest remaining hit points calls for a truce
in Common. If there is a lull in hostilities, the gargoyle explains he speaks
for their leader who is missing. He offers a trade. If the party can locate
their lost leader, then they will allow them to leave in peace with promises
of no further hostilities as well as a reward of treasure or information. If
the party wins an opposed Diplomacy check they can likewise secure the
release of the prisoner at Area C6-5 as part of the reward.

If the party agrees, the gargoyle tells them that their leader went through
the boulder-blocked passage to the northwest nine days ago and never
returned. The passage had been blocked for as long as the gargoyles have
inhabited the cave, and this was the first time anyone ever attempted to
explore. After their leader failed to return, they blocked the passage again
out of superstitious fear. They want the party to locate and rescue their
leader or bring back proof of his death (not at the hands of the party).
If the PCs do so, they allow each surviving party member to take one
pick of the treasures at Area C6-6 or promise them valuable information.
If the party accompanied Clantock’s band to this area, then they don’t
offer the information since the party is well aware of the mercenaries’
duplicity by now. If the party succeeds at their quest and opts for the
information, the gargoyle explains the arrangement that their leader had
with the mercenary Clantock and how he arranged for the Bard’s Gate
caravan to be attacked and destroyed. He does not mention the prisoner at
Area C6-5, but if the party discovers him the gargoyle readily admits to
his identity as a member of the caravan. This information could be most
useful upon returning to the Camp if they wish to seek vengeance against
the mercenaries or at least avoid hiring their services.

Cé6-s. Torture Tableau (CR 3)

Creature: The top of this flat stalagmite is a gory scene of blood and
acrid fuming puddles of acid. Fastened to the rock by chains holding his
wrists and ankles is a horribly mangled elf. He has had large sections of
his skin pealed back on his arms and torso, both legs broken, and precise
acid burns to his face and chest. This unfortunate individual is Holcolm
Gardreue, a minor functionary of Bard’s Gate. He was sent with the
diplomatic caravan that was meant to reach the northern lands and open a
trade route. He is stable and if brought to consciousness can relate that his
group, accompanied by the Pounders (see Area 5 of The Camp, Part I—
The Edge of Oblivion), was suddenly attacked by strange acid-spewing
gargoyles on the road a half day north of the bridge. He rightly believes he
is the only survivor and has no idea how long he has been held here and
systematically tortured by the gargoyles. If the party has reached a truce
with the gargoyles and questions why they have been torturing this man,
the gargoyles look perplexed and simply shrug saying that is just what
they do (they are chaotic evil after all). As mentioned above the party can
win the prisoner’s freedom with a successful opposed Diplomacy check
or they will accept 500 gp in gems as a ransom. If Holcolm is rescued and
returned to the Camp, Sammar (Area 12 of The Camp) sends word back
to Bard’s Gate. Four weeks later an escort arrives to return Holcolm home
and leaves a 1,500 gp reward with Sammar to give to the rescuers.

HOLCOLM GARDREUE

XP 800

Male elf aristocrat 1/expert 4

NG Medium humanoid (elf)

Init +1; Senses low-light vision; Perception +12

CR3

AC 11, touch 11, flat-footed 10 (+1 Dex)

hp 31, currently -1 (1d8+1 plus 4d8+4)
Fort +2; Ref +2; Will +8 (+10 vs. enchantment)
Immune sleep

Speed 30 ft.
Melee unarmed strike +3 (1d3/nonlethal)

Str 11, Dex 13, Con 12, Int 18, Wis 14, Cha 15

Base Atk +3; CMB +3; CMD 14

Feats Persuasive, Skill Focus (Diplomacy), Skill Focus
(Profession [diplomat])

Skills Appraise +11, Bluff +10, Diplomacy +15, Disguise +10,
Infimidate +12, Knowledge (geography) +12, Knowledge
(nobility) +12, Perception +12, Profession (diplomat) +13,
Sense Motive +10

Languages Common, Draconic, Dwarven, Elven, Goblin,
Sylvan

Ad Hoc XP Award: If the party rescues Holcolm, award them XP just
as if they had defeated him in battle.

C6-6. Leader’s Lair

A filth-strewn hollow extends back from the ledge. This served as the
lair of the gargoyles’ leader prior to his recent disappearance. Here the
treasures of the aerie are kept collected from travelers and caravans they
have ambushed on the road. They consist of three crates of silk (300 gp
each), a straw-filled barrel holding 14 bottles of exotic wines (100 gp per
bottle), a finely carved cherry case with a brass latch (150 gp) holding a
matched pair of +1/ silver daggers, a heavy iron chest with a broken lock
holding 548 gp, 1,230 sp, and 180 pp, a +1 composite shortbow [+2 Str],
a gold urn (50 gp) holding 340 assorted gems (50 gp each), a divine scroll
(CL 14: resurrection, heal, greater glyph of warding), a case holding 50
+1 crossbow bolts, a gold idol depicting an archdevil (750 gp), and a fome
of understanding +2.

C6-7. Overlook and Waterfall

Beyond the boulder, a passage extends north before ending abruptly
at a 100-foot cliff. A waterfall can be heard falling far below, and a
light mist rises from the depths. The waterfall is 70 feet down and falls
only 30 feet to its catch pool. The mist makes the cliff face slippery and
increasing the Climb DC to 25. The pool at the bottom is 3 feet deep
and holds only a few of the obligatory blind cave fish. Most of the water
escapes through a natural drain, but a small stream exits down a sloping
passage to the east.

C6-8. Chamber of the Slime Pool
(CR 38)

The sluggish runnel of water eventually empties into this ovoid
chamber where a stagnant green pool collects. Something large
slowly emerges from the pool. It is dripping with the greenish
scum that covers the pool so that its shape is distorted beyond being
vaguely humanoid. However, the slime-covered wings that sweep
back from its shoulders are very noticeable.

Creatures: In this room did the gargoyle leader meet his fate. Now he exists as
a slime zombie that lurks in the pool. The pool itselfis only 5 feet deep and holds
nothing of interest. Unfortunately for the party 3 patches of olive slime cling to
the ceiling above the room’s entrance. These attempt to drop on any creatures that
pass beneath while they are possibly distracted by the slime zombie.

78



CHAPTER 5: THE CHAOS RIFT

Creating a Slime Zombie

In case any PCs become infested with olive slime and transform
into a slime zombie, an updated version of the slime zombie template
from The Tome of Horrors Complete by Frog God Games has been
included here.

“Slime Zombie” is an acquired template that can be added to any
corporeal creature (other than undead, constructs, and outsiders with
the elemental subtype), referred to hereafter as the base creature.

Challenge Rating: This depends on the creature’s new
total number of Hit Dice, as follows:

total number of Hit Dice as follows:

HD CR XP
Up to 1 400
2-3 2 600
4-6 3 800
7-8 4 1,200
9-11 5 1,600
12-15 6 2,400
16-17 7 3.200
18-19 8 4,800
20 10 9,600

Alignment: Always neutral.

Type: The creature’s type changes to plant, and it loses
any subtypes it has. It does not gain the augmented
subtype. It uses all of the base creature’s statistics and
special abilities except as noted here.

Armor Class: Natural armor bonus increases over the
base creature's natural armor based on the slime
zombie's size:

Slime Zombie Size Natural Armor Bonus Increase

Tiny or smaller +1
Small +2
Medium +3
Large +4
Huge +5
Gargantuan +6
Colossal +8

Hit Dice: Drop HD gained from class levels (minimum of
1). Double the number of racial HD and change them to
d8s.

Saves: Base save bonuses are Fort +1/2 HD +2, Ref + 1/3
HD, and Will + 1/3 HD.

Defensive Abilities: Slime zombies lose their defensive
abilities and gain all of the qualities and immunities
granted by the plant type. Slime zombies gain immunity
to electricity and damage reduction based on their new

HD DR
Upto5s 5/—
6-10 10/—
11 or more 15/—

Weaknesses: Slime zombies gain the following weakness:
Vulnerability to Green Slime (Ex) A slime zombie takes
2dé points of damage per round it fouches green slime.
If brought to O hit points, the slime zombie does not
fransform into a patch of olive slime.

Speed: The base creature’s speed decreases by 10 feet
(to a minimum of 20 ft.). If the creature had a swim speed
it remains the same. All other types of movement are lost.
Attacks: A slime zombie loses all the attacks of the base
creature and gains a slam attack if it did not already have
one. The slam attack deals damage depending on the slime
zombie's size, but as if it were one size category larger than its
actual size (see Pathfinder Roleplaying Game Bestiary “Table
3-1"). Use the base creature’s slkam damage if it's better.
Special Aftacks: The slime zombie loses all the special
attacks of the base creature, but gains the following:
Infestation (Ex) Any creature hit by the slime zombie’s
slam attack must succeed on a Fortitude save (DC

10 + 1/2 the slime zombie's HD + the slime zombie's
Constitution modifier) or be infested with olive slime (see
sidebox). The save DC is Constitution-based.

Abilities: Str +2, Dex —2. Ifs Int becomes 2, its Wis becomes
10, and its Cha becomes 1.

BAB: A slime zombie's base attack is equal to 3/4 its Hit Dice.
Skills: A slime zombie loses all skills but gains Perception
and Stealth as class skills. It can never possess any skills
other than these two. It has skill points equal to 2 + Int
modifier (minimum 1) x (HD).

Feats: A slime zombie retains all of the base creature’s
feats (but may not be able to use a feat if it loses the
prerequisites). It does not gain feats from its increase in
Hit Dice from acquiring the femplate.

Special Qualitietme zombie loses all of the special
qualities of the base creature, but gains the following:
Darkvision (Ex) A slime zombie gains darkvision ouf to a
range of 60 feet.

Death Throes (Ex) When a slime zombie is brought to 0 hit
points, ifs stfructure collapses and it fransforms in a single
round as a pool of olive slime (see sidebox).

Mind Link (Su) A slime zombie is linked symbiotically with
the patch of olive slime that created it. This link has a
maximum range of 200 miles. Both the slime zombie and
olive slime must be on the same plane of existence.
Telepathic Bond (Su) Olive slime zombies have a telepathic
bond with each other to a range of 100 feet if they were
created by the same olive slime. This bond allows them
rudimentary communication with one another.

SLIME ZOMBIE SPITTING GARGOYLE

CR5

XP 1,600

The Tome of Horrors Complete 751

N Medium plant

Init +1; Senses darkvision 60 ft., low-light vision; Perception
+13

AC 18, touch 11, flat-footed 17 (+1 Dex, +7 natural)
hp 95 (10d8+40 plus 10)

Fort +11; Ref +4; Will +3
DR 10/—; Immune electricity, plant traits
Weaknesses vulnerability to green slime

Speed 30 ft.
Melee slam +10 (1dé+4)
Special Attacks infestation (DC 19)

Str 17, Dex 12, Con 18, Int 2, Wis 10, Cha 1
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Olive Slime

When a patch of olive slime drops and attaches to a foe (the host), it
secretes a numbing poison that makes its presence go almost unnoticed
(DC 18 Wisdom check to notice). A creature viewing the host can
successfully notice the olive slime if it succeeds on a DC 15 Wisdom
check. Within 5 feet of the host, the olive slime is easily noticed.

An olive slime that has attached itself affects the thinking pattern of
its host so the host’s main concern becomes how to feed and protect
the olive slime (including keeping the creature hidden from any
adventuring companions). This effect is similar to a charm monster
spell (caster level 6th). If a creature attempts to remove the olive
slime from the host, the host either attacks that creature or attempts
to flee the area. The only way to successfully break the brain link is
to destroy the olive slime, destroy the host, or remove the olive slime
from the host.

A single patch of olive slime deals 1d6 points of Constitution
damage each day as it devours flesh, replacing skin and muscle tissue.
Additionally, the host must double its normal food intake each day
or sustain an additional 1 point of Constitution damage each day. On
days the host does not eat twice its normal food intake it does not
naturally heal any damage (including ability damage). At Constitution
0, the host dies and its body transforms into a slime zombie (see The
Tome of Horrors Complete by Frog God Games). Olive slime can
be burned, frozen, or cut away (dealing an equal amount of damage
to the host as well). Anything that deals acid, cold or fire damage, or a
remove disease spell destroys a patch of olive slime.

Base Atk +7; CMB +10; CMD 21

Feats Hover*, Skill Focus (Fly)*, Toughness
Skills Perception +13

Languages telepathic bond

S$SQ death throes, mind link

*Can't use

Olive Slime (Infestation, Plant [Fungus])

(3 patches) — Hazard

The Tome of Horrors Complete 759

5-foot square patch; drops when it detects movement
below. Deals 1d6 points of Con damage per day. Can be
burned, frozen, or cut away (dealing an equal amount of
damage to the host as well). Anything that deals acid, cold
or fire damage, or a remove disease spell destroys a patch
of olive slime. At Constitution 0, the host dies and its body
transforms into a slime zombie.

CR4

Development: If the party defeats the slime
zombie, there is enough of its stony bone
structure (horns, wings, etc.) underneath the
slime layer to bring back to the rest of the
gargoyles and confirm that they have found
the gargoyle leader if they so wish.

C7. Wolf Pack

A lone spire of rock rises from the top of one of the Chaos Rift’s many
plateaus. Unlike many of the others, however, no fissures or trails lead
to its top. The only access to the top of this plateau and the spire sitting
upon it is a rickety rope bridge constructed by its current inhabitants — a
cutthroat criminal and his gang of lycanthropes. A trail starts on the edge
of'this rock spire and rises in a spiral all the way to its peak. Several caves
open off the path serving as lairs for the members of the pack.

Cy-1. Suspension Bridge (CR 10)

The chasm between the rift edge and one of the rift’s many
plateaus narrows here to a mere 50 feet. Across this space
someone has constructed a bridge of rope and wooden planks.
The construction is crude but appears sturdy enough. Beyond the
bridge, out on the plateau, a rocky outcrop rises to dual peaks — the
highest being perhaps 90 feet and the other slightly less than that.
Standing silently on the far end of the bridge like a lone sentinel is
a large, gray-furred wolf.

This bridge was constructed by the inhabitants of this area and is safe
to cross except for the Traps they have left to thwart intruders. The wolf
does not react to attempts to cross the bridge and is described in detail
at Area C7-2. The trap itself is nothing more than a series of planks that
have been carefully sawn almost all the way through, though this is not
evident without careful inspection. Any weight over 20 Ib. placed on them
causes them to break through. This trap cannot be removed but can be
casily avoided, if discovered, by simply stepping over the affected planks.
Unfortunately there is only one safe plank on the far side of the trap before
a second section of weakened planks has been prepared. Therefore, if a
character triggers the first trap and makes his Reflex save, then there is a
50% chance he leaps forward and lands on the second trap while trying to
escape the fall. If this occurs, a second Reflex save is required with a —5
circumstance penalty. The chasm below the bridge is 600 feet deep.

WEAKENED PLANKS TRAPS (2) CR8
Type mechanical; Perception DC 20; Disable Device DC N/A

Trigger location; Reset repair
Effect 600-ft.-deep chasm (20dé falling damage) DC 23
Reflex avoids

C7-2. Ambush Site (CR 4 or 1)

Creatures: There are 3 wolves lurking in the tall grass between the
bridge and the rock. Only one is visible when the party first approaches
the bridge, but the other two come out of their total concealment when the
party attempts to cross the bridge, and all three begin baying to alert the
other inhabitants of the rock. With their scent ability they have a chance to
detect even invisible foes. Determine the direction of the wind at random
if necessary.
WOLVES (3) CR1
XP 400
hp 13 (Pathfinder Roleplaying Game Bestiary “Wolf”)

Tactics: If the wolves manage to alert the rest of the pack, the wolves
and werewolves in Area C7-4 assume their lupine forms and charge down
the trail to join the attack. They arrive to join in the battle in the third
round of combat. The rogues in Area C7-5 remain in human form and
head down the path, using it for cover and attempting Stealth, to Area
C7-3 where they take up firing positions and begin attacking from cover
with their shortbows in the fourth round. Bartileus in Area C7-8 likewise
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takes up his bow and begins firing from Area C7-6 in the fourth round.
If this turn of events occurs, the CR of the encounter rises to 11. The
wolves and werewolves on the ground fight to the death. The rogues
retreat to their cave if seriously threatened, and Bartileus moves to await
the invaders at Area C7-7.

C7-3. Lower Firing Position

This widening in the path is where the werewolf archers set up if a battle
occurs at Area C7-2. The ledge is 20 feet above the ground and the rock is
steep requiring a DC 15 Climb check to surmount here or elsewhere (unless
otherwise noted) without using the path. There is enough of a lip that archers
firing from this point have cover against targets on the ground below.

C7-4. Wolves’ Den (CR 7)

This elongated cave is mangy and smells of carrion and wet fur.
Bones and debris litter the floor. It appears to be the den of wild
animals.

Creatures: This shallow cavern is shared by the wolves and common
werewolves and serves as their den. Unless they have joined in the battle
at Area C7-2, there are 2 wolves and 4 werewolves currently herein.
The werewolves typically prefer to remain in their wolf form and are
virtually indistinguishable from the normal wolves. They attack anyone
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who is not of their pack viciously giving and expecting no quarter. These
werewolves are all peasants who became victims of Bartileus’s band and
were afflicted with their disease by the bandit leader himself. Originally
unwilling participants, they have now given in to their feral nature and are
thoroughly dominated by Bartileus.

WOLVES (2) CR1
XP 400

hp 13 (Pathfinder Roleplaying Game Bestiary “Wolf")
WEREWOLVES (4) CR2
XP 600

hp 19 (Pathfinder Roleplaying Game Bestiary “Lycanthrope,
Werewolf”)

Cy7-5. Rogues’ Gallery (CR 6)

The path reaches a height of 40 feet at this cave opening. The secret
entrance can be discovered with a DC 20 Perception check. The rogue
werewolves use it to ambush anyone approaching their lair. Read the
following if the party actually enters the cave.

This dismal chamber is lit by a single oil lamp dangling from a
spike hammered into the rock wall. Beneath it rests a cask of lamp
oil. To the right of the entrance hangs a heavy, leather curtain. Near
the lamp are a crude table cobbled together from scrap wood and
two benches made from a split log. Against the back wall are three
bedrolls, each replete with animal hair. A foul-smelling bucket rests
near the entrance.

Creatures: This cave serves as the lair of 3 werewolf rogues. The
only surviving members of Bartileus’s gang, they were each infected
with lycanthropy by their boss. On the table is a deck of greasy playing
cards (marked). The cask holds lamp oil and the bucket holds waste. The
werewolves dump it over the ledge infrequently. Behind the curtain is
a small side cavern with another entrance that they have disguised with
a canvas secret door painted to resemble the surrounding rock. There is
a small peephole in the center of this door that allows them to observe
the trail below. While lamp light does escape through the cave’s main
entrance, the curtain prevents any light from giving away the location of
the peephole.

WEREWOLF ROGUE (HUMAN FORM) CR3
XP 800

Male human infected werewolf rogue 3 (Pathfinder
Roleplaying Game Bestiary “Lycanthrope, Werewolf”)

CE Medium humanoid (human, shapechanger)

Init +8; Perception +5

AC 17, touch 14, flat-footed 13 (+3 armor, +4 Dex)
hp 19 (3d8+3 plus 3)

Fort +2; Ref +7 (+8 traps); Will +0

Defensive Abilities evasion, frap sense +1

Speed 30 ft.

Melee short sword +6 (1dé+1/19-20)
Ranged +]1 shortbow +7 (1d6+1/x3)
Special Attacks sneak attack +2dé

Str 13, Dex 18, Con 13, Int 10, Wis 9, Cha 8

Base Atk +2; CMB +3; CMD 17

Feats Improved Initiative®, Weapon Finesse, Weapon Focus
(bite)

Skills Acrobatics +9, Climb +6, Craft (traps) +6, Disable
Device +10, Infimidate +5, Perception +5 (+6 locate fraps),
Sleight of Hand +9, Stealth +9, Survival +2

Languages Common

SQ change shape (human, hybrid, and wolf; polymorph),
rogue talent (fast stealth), frapfinding

Combat Gear potion of aid; Other Gear studded leather
armor, short sword, +1 shortbow, 30 arrows

WEREWOLF ROGUE (HYBRID FORM) CR3
XP 800

Male human infected werewolf rogue 3 (Pathfinder
Roleplaying Game Bestiary "“Lycanthrope, Werewolf”)

CE Medium humanoid (human, shapechanger)

Init +8; Senses low-light vision, scent; Perception +7

AC 21, touch 14, flat-footed 17 (+3 armor, +4 Dex, +4
natural)

hp 22 (3d8+6 plus 3)

Fort +3; Ref +7 (+8 traps); Will +1

Defensive Abilities evasion, frap sense +1; DR 5/silver

Speed 30 ft.

Melee short sword +6 (1d6+2/19-20) and bite +2 (1dé+1 plus
trip)

Ranged +1 shortbow +7 (1dé+1/x3)

Special Attacks sneak attack +2dé

Str 15, Dex 18, Con 15, Int 10, Wis 12, Cha 8

Base Atk +2; CMB +4; CMD 18

Feats Improved Initiative®, Weapon Finesse, Weapon Focus
(bite)

Skills Acrobatics +9, Climb +7, Craft (traps) +6, Disable
Device +10, Intimidate +5, Perception +7 (+8 locate fraps),
Sleight of Hand +9, Stealth +9, Survival +4

Languages Common, lycanthropic empathy (wolves and
dire wolves)

SQ change shape (human, hybrid, and wolf; polymorph),
rogue talent (fast stealth), trapfinding

Combat Gear potion of aid; Other Gear studded leather
armor, short sword, +1 shortbow, 30 arrows

WEREWOLF ROGUE (WOLF FORM) CR3
XP 800

Male human infected werewolf rogue 3 (Pathfinder
Roleplaying Game Bestiary “Lycanthrope, Werewolf”)

CE Medium humanoid (human, shapechanger)

Init +8; Senses low-light vision, scent; Perception +7

AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)
hp 22 (3d8+6 plus 3)

Fort +3; Ref +7 (+8 traps); Will +1

Defensive Abilities evasion, frap sense +1; DR 5/silver

Speed 50 ft.
Melee bite +7 (1dé+3 plus trip)
Special Attacks sneak attack +2dé

Str 15, Dex 18, Con 15, Int 10, Wis 12, Cha 8

Base Atk +2; CMB +4; CMD 18 (22 vs. trip)

Feats Improved Initiative®, Weapon Finesse, Weapon Focus
(bite)

Skills Acrobatics +9, Climb +7, Craft (traps) +6, Disable
Device +10, Intimidate +5, Perception +7 (+8 locate fraps),
Sleight of Hand +9, Stealth +9, Survival +4 (+8 fracking by
scent)

Languages lycanthropic empathy (wolves and dire wolves)
SQ change shape (human, hybrid, and wolf; polymorph),
rogue talent (fast stealth), trapfinding

Tactics: These werewolves prefer to fight in human form when using
their ranged weapons but assume hybrid form for hand-to-hand fighting.
If they are expecting trouble, one remains in the curtained alcove looking
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through the peephole. When foes approach he signals his comrades. One
steps out of the cave entrance in human form and takes up a position just
west of the entrance to lure people in. When he is approached, another in
hybrid form attacks from hiding in the cave entrance to flank and sneak
attack the opponent engaged in melee with the first werewolf. The third
werewolf then makes a sneak attack with surprise through the canvas
secret door in hybrid form to and attempts to bull rush someone in the rear
ranks of the party over the edge (a fall results in 5d6 points of damage). He
then attempts to flank opponents between himself and the werewolves at
the front of the party. The first werewolf assumes hybrid form on his first
attack and the battle begins in earnest. If two are killed, the third attempts
to flee across the bridge and disappear into the countryside.

Treasure: Hidden in their pallets are the treasures that Bartileus has
allowed them to keep. These consist of 27 gp, 340 cp, a gold holy symbol
of Muir (40 gp), a large opal (500 gp), and a ring of improved jumping.

C7-6. Upper Firing Position

The trail descends here below the northern peak of the rock to a point
15 feet above the trail below and 35 feet above ground level. As described
in Area C7-2, Bartileus fires his composite longbow from here if he is
alerted. An archer here has cover from both the ground and the path below.

C7-7. The Narrows (CR 2 or 10 if
Bartileus is present)

The path splits the peak of the rock in two here and climbs up between
them. The rock is very steep and crowded providing only 5 feet of space
between the sheer walls (DC 25 to Climb if the characters want to try).
Bartileus has rigged a Trap with a tripwire to drop a deadfall of rocks
from above.

ROCK DEADFALL TRAP CR2
Type mechanical; Perception DC 20; Disable Device DC 20

Trigger touch; Reset manual
Effect Atk +12 melee (3dé, rocks)

Tactics: If alerted Bartileus stations himself in human form just beyond
the Trap to engage anyone in melee after they have triggered it. The path
here is steep enough that combatants gain a +1 attack bonus for being on
higher ground against anyone west of their position. If he is reduced to
half of his hit points, Bartileus assumes his hybrid form and retreats up the
path to Area C7-9 to make his final stand.

C7-8. The Cave of
Bartileus (CR 10)

A leather curtain blocks the entrance to this cave.

Natural steps descend 5 feet into a cozy cave stacked with
crates and chests. Candles glow from their perches atop these
stacks illuminating the cavern. A fur-covered bed stands with its
mahogany headboard against the back wall. A small keg serves as
a stool next to an ornate, portable writing desk upon which sit quill
and parchment. A natural stone basin near the east wall holds a
small pool of clear water, a silver spoon serving as a ladle. Above
the bed hangs the portrait of a richly dressed, glowering nobleman.

The parchments on the writing desk are mainly wanted posters for
Bartileus describing his many bloody crimes and promising a reward of

5,000 gp from Lord Arb Angus of Dun Eamon if he is captured or killed.
The other parchments are a careful record of the many crimes Bartileus
has staged and the profits gained from each. Bartileus’s vanity knows
know bounds, but he hasn’t considered how damning such evidence in his
own hand writing would be if he ever made it to trial. Anyone making a
DC 20 Knowledge (nobility) recognizes the noble in the portrait as Lord
Angus of Dun Eamon. Bartileus managed to purloin it from the lord’s
manor itself during the heist and slaughter that he perpetrated with his
gang in that town.

Creature: These richly appointed quarters serve the natural werewolf
Bartileus, a wanted bandit and murderer known as the Butcher of
Eamonvale. Bartileus has been in hiding for several years after the
massacre that he perpetrated at the Grey Citadel of Dun Eamon half a
decade ago. While he was on the run he and his gang continued to prey
upon caravans and travelers out in the countryside. Some of his gang
rebelled, and in the ensuing slaughter all of those who survived became
afflicted with lycanthropy themselves. To rebuild the gang they managed
to capture a few peasants and infect them as well. Now they hide here
making occasional raids and waiting for the heat to die down. By some
quirk of fate Bartileus’s condition manifests as a dire wolf while his
victims only become normal wolves. His chain shirt has been modified to
expand to fit him while in Large hybrid form, though its armor bonus is
reduced by 1 in this circumstance.
BARTILEUS (HUMAN FORM) CR10
XP 9,600
Male human natural werewolf fighter 10 (Pathfinder
Roleplaying Game Bestiary "“Lycanthrope, Werewolf")

CE Medium humanoid (human, shapechanger)
Init +2; Perception +20

AC 23, touch 12, flat-footed 21 (+6 armor, +2 Dex, +5 shield)
hp 109 (10d10+40 plus 10)

Fort +13; Ref +7; Will +6 (+9 vs. fear)

Defensive Abilities bravery +3

Speed 30 ft.
Melee +2 bastard sword +20/+15 1d10+11/17-20)
Ranged mwk composite longbow [+4 Str] +13/+8 (1d8+4/x3)

Str 20, Dex 14, Con 18, Int 10, Wis 12, Cha 12

Base Atk +10; CMB +15; CMD 27

Feats Cleave?, Combat Reflexes?, Exotic Weapon
Proficiency (bastard sword) &, Improved Critical (bastard
sword) 8, Improved Critical (bite), Improved Natural Attack
(bite), Power Attack®, Run, Skill Focus (Perception), Weapon
Focus (bastard sword) 8, Weapon Focus (bite), Weapon
Specialization (bastard sword) 8

Skills Acrobatics +6, Climb +12, Craft (fraps) +7, Perception
+20, Stealth +9, Survival +8

Languages Common, lycanthropic empathy (wolves and
dire wolves)

SQ armor training 2, change shape (human, hybrid, and wolf;
polymorph), weapon training (heavy blades 2, natural 1)
Gear +2 mithral shirt, +3 heavy wooden shield, +2 bastard
sword, belt of physical might +2 (Strength and Constitution),
cloak of resistance +2, masterwork composite longbow [+4
Str], 2 quivers of 20 arrows each

BARTILEUS (HYBRID FORM)

XP 9,600

Male human natural werewolf fighter 10 (Pathfinder
Roleplaying Game Bestiary “Lycanthrope, Werewolf”)
CE Large humanoid (human, shapechanger)

Init +2; Senses low-light vision, scent; Perception +20

CR10

AC 26, touch 11, flat-footed 24 (+5 armor, +2 Dex, +5 natural,
+5 shield, -1 size)
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hp 119 (10d10+50 plus 10)
Fort +14; Ref +7; Will +6 (+9 vs. fear)
Defensive Abilities bravery +3; DR 10/silver

Speed 30 ft.

Melee +2 bastard sword +18/+13 (1d10+11/17-20) and bite
+12 (2d6+4/19-20 plus trip and curse of lycanthropy)
Ranged mwk composite longbow [+4 Str] +10/+5 (1d8+4/x3)
Space 10 ft.; Reach 10 ft.

Str 22, Dex 15, Con 20, Int 10, Wis 12, Cha 12

Base Atk +10; CMB +17; CMD 29

Feats Cleave?, Combat Reflexes?, Exotic Weapon
Proficiency (bastard sword) &, Improved Critical (bastard
sword) 8, Improved Critical (bite), Improved Natural Attack
(bite), Power Attack®, Run, Skill Focus (Perception), Weapon
Focus (bastard sword) 8, Weapon Focus (bite), Weapon
Specialization (bastard sword) 8

Skills Acrobatics +6, Climb +13, Craft (fraps) +7, Perception
+20, Stealth +5, Survival +8

Languages Common, lycanthropic empathy (wolves and
dire wolves)

S$SQ armor training 2, change shape (human, hybrid, and wolf;
polymorph), weapon training (heavy blades 2, natural 1)
Gear +2 mithral shirt, +3 heavy wooden shield, +2 bastard
sword, belt of physical might +2 (Strength and Constifution),
cloak of resistance +2, masterwork composite longbow [+4
Str], 2 quivers of 20 arrows each

BARTILEUS (DIREWOLF FORM)

XP 9,600

Male human natural werewolf fighter 10 (Pathfinder
Roleplaying Game Bestiary "“Lycanthrope, Werewolf")
CE Large humanoid (human, shapechanger)

Init +2; Senses low-light vision, scent; Perception +20

CR 10

AC 16, touch 11, flat-footed 14 (+2 Dex, +5 natural, -1 size)
hp 119 (10d10+50 plus 10)

Fort +12; Ref +5; Will +4 (+7 vs. fear)

Defensive Abilities bravery +3; DR 10/silver

Speed 50 ft.

Melee bite +17 (2d6+10/19-20 plus trip and curse of
lycanthropy)

Space 10 ft.; Reach 5 ft.

Str 22, Dex 15, Con 20, Int 10, Wis 12, Cha 12

Base Atk +10; CMB +17; CMD 29 (33 vs. frip)

Feats Cleave®, Combaft Reflexes?, Exotic Weapon
Proficiency (bastard sword) g, Improved Critical (bastard
sword) &, Improved Critical (bite), Improved Natural Attack
(bite), Power Attack®, Run, Skill Focus (Perception), Weapon
Focus (bastard sword) &, Weapon Focus (bite), Weapon
Specialization (bastard sword) ®

Skills Acrobatics +6, Climb +13, Craft (fraps) +7, Perception
+20, Stealth +5, Survival +8 (+12 tracking by scent)
Languages Common, lycanthropic empathy (wolves and
dire wolves)

SQ armor fraining 2, change shape (human, hybrid, and wolf;
polymorph), weapon training (heavy blades 2, natural 1)
Gear belt of physical might +2 (Strength and Constitution)

Tactics: Bartileus prefers not to fight in his own quarters. His tactics are
described at Areas C7-2 and C7-7.

Treasures: Bartileus has many treasures stashed in his room. They
include the above-mentioned portrait (250 gp), a keg of beer (15 gp),
bedding composed of several fine furs and pelts (total value 200 gp), a
large silver spoon used as a ladle (10 gp), a heavy mahogany head board

weighing 150 Ib. (175 gp), a collapsible writing desk weighing 25 1b. that
can fit in a backpack (350 gp), and several crates that hold various fine
textiles (total value 1,200 gp), a silver ewer (25 gp), three masterwork
breastplates and an adamantine breastplate, a collection of six spellbooks
holding all arcane spells on the “Sorcerer/Wizards Spells” list in Chapter
10 of the Pathfinder Roleplaying Game of levels 1-3, an ornate jade
bull mask (500 gp), and a locked silver coffer (150 gp) requiring a DC
25 Disable Device check that holds a ring of shooting stars on a velvet
cushion within.

C7-9. Pinnacle of the Rock

The trail leading up here is little more than a slight ridge climbing
steeply up to the 90-foot peak of this rock outcropping. The northern peak
20 feet away reaches only 75 feet in height but has no path accessing it.
To follow the path up the southern peak requires a DC 20 Climb check
and is considered a sloped, narrow surface (6 in. wide) requiring a DC
17 Acrobatics check. If sorely pressed Bartileus retreats to the very top
and makes his stand there, balancing on the only ledge allowing access.
He gains a +1 attack bonus on all who fight him from lower ground. A
fall from the top results in a tumble to the path 50 feet below causing 5d6
points of damage.

C8. Sepulcher of the
Last Justicar

Deep at the back of this box canyon, beyond the perils of the spitting
gargoyles at Area C6, lies the most carefully guarded secret of the Chaos Rift.
Only a few of the Abyss’s spawn even know of the existence of this place, but
those that do want to ensure that it is never found by the forces of Light. For
here is the tomb of one of the Holy Order of the Justicars, paladin-champions
of the goddess Muir known for their relentless crusade against evil and chaos
generally and the machinations of Orcus specifically. In the days that the last
grandmaster of the Justicars, Karith, died and his famous sword was stolen
by demon spawn (see “The Pit of Despair” in LI1: Demons and Devils by
Necromancer Games) the denizens of the lower planes rejoiced. However,
at this location one of Karith’s successors, the Justicar Gerrant, has been laid
to rest. And here, should the proper circumstances arise, can the last Justicar
once again arise and inflict great harm upon the cause of Orcus.

At that time of the Battle of Tsar the Holy Order of the Justicars had
fallen into decline and the Justicars, Alaric of Tircople and Gerrant of
Gilboath, were the last known members of the holy order. Nevertheless
they fought valiantly and tirelessly for the Army of Light. The tide of
many a skirmish and full-scale engagement was turned by a timely charge
led by one or both of these heroes. Where others fell by the wayside or
succumbed to mortal frailty, these two — blessed of their goddess —
stood strong and led the fight. The Disciples of Orcus had no answer for
these two on the field of battle and lost many minions in attempting to
bring about their demise. Unfortunately, the reach of Orcus is long and
he plots wheels within wheels. A long-prepared scheme finally came
to fruition, and during the Battle of Tsar Orcus’s minions managed to
provoke a massive barbarian attack on the faraway holy city of Tircople,
the protectorate of Alaric. Alaric received a magical missive from Elanir,
High Lady of Tircople, warning him of the attack. Loathe to leave the field
of battle but knowing that duty called him home, Alaric reluctantly quit
the field for the long journey to Tircople, well-knowing that the battle for
the holy city would likely be lost long before his arrival. He hoped that
perhaps he could arrive in time to at least spare the High Altar of Tircople
from violation and corruption by the invaders. In Alaric’s absence, the
disciples managed to lay an intricate trap and slay Gerrant with a foully
enchanted and poisoned spear. Unable to be revived from the corrupted
wound, Gerrant was laid to rest in a tomb built on the plain. When the
Chaos Rift was created, the tomb remained intact but fell far into the
ground and was buried. Now it exists partially exposed at the bottom of
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the rift, carefully guarded by demons who seek to prevent the awakening
of the power within.

C8-1. Memorial Columns (CR 8)

Here at the base of the cliff, a structure of white marble embedded
within the rift wall is partially exposed. A heavy stone slab blocks
its doorway. Situated in a semicircle around the structure are a ring
of free-standing, fluted marble columns. All of them show signs of
cracking and weathering; many are little more than broken stumps
of shattered stone. A pall of despair seems to hang over the entire
area within ring of columns.

The exposed building is flat-roofed and 15 feet high. The only visible
entrance is through the marble slab that blocks the doorway. The ring of
columns surrounding the sepulcher was erected as a memorial to the fallen
hero interred within.

Creatures: Now the area serves as the abode of 5 azizou
corruptor demons. These jackal-headed demons lurk within the
ring invisibly waiting for anyone to dare and cross its boundary.
They have gray skin with patches of coarse black hair, and their
hands and feet end in sharpened claws. The palpable sense of
gloom about the place is a result of the continually renewed
desecrate spells cast by the demons to block this sanctified spot
from its connection with Muir.
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AZIZOU DEMONS OF CORRUPTION (5)

XP 1,200
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CE Small outsider (chaotic, demon, evil, extraplanar)
Init +2; Senses darkvision 60 ft.; Perception +11

CR4

AC 19, touch 13, flat-footed 17 (+2 Dex, +6 natural, +1 size)
hp 22 (4d10)

Fort +1; Ref +6; Will +4

DR 5/cold iron; Immune electricity, poison; Resist acid 10,
cold 10, fire 10; SR 12

Speed 30 ft., fly 50 ft. (good)

Melee 2 claws +8 (1d4+2) and bite +8 (1dé+2)

Special Attacks whisper of madness*, rend (2 claws, 2d4+3)
Spell-like Abilities (CL 7th):

At will—cause fear (DC 11), desecrate, detect good, detect
thoughts (DC 12), invisibility (self only), scare (DC 12), stinking
cloud (13)

1/day—summon (level 3, 1 azizou 35%)

*Not applicable to this adventure

Str 14, Dex 15, Con 11, Int 8, Wis 10, Cha 10

Base Atk +4; CMB +5; CMD 17

Feats Weapon Focus (claw), Weapon Focus (bite)

Skills Acrobatics +6, Escape Artist +6, Fly +15, Perception +11,
Stealth +13

Languages Abyssal, Common; telepathy 100 ft.

Tactics: The corruptor demons remain invisible while they attempt to
summon other azizou demons hoping the party will concentrate their
attacks on these new arrivals. The demons then attack with scare and
stinking cloud to separate and incapacitate the party members before
closing in with their rend attacks.

Heavy Stone Door: This massive slab blocks entrance to the tomb. It is
not hinged and must be physically scooted aside to gain entry.

Stone Door: 4 in. thick; Hardness 8; hp 60; Open (Strength DC 25).

C8-2. Chamber of Contemplation
(CR 7)

This chamber is quiet and peaceful. Stucco walls still hold
cracked murals — images showing the life of a pious man in white
robes tending to the sick, giving to the poor, and helping the needy.
Stone benches line the walls with shallow stone dishes resting on
the floor between them for offerings of alms. Whatever violence
deposited this structure at the base of the rift did not do so without
leaving its mark. The floor is slightly canted and great cracks mar
the walls and ceiling, though they are otherwise intact. In the center
of the room sits a small stoppered flask made of iron.

This chamber once served as a spot for any future pilgrims to sit and
quietly contemplate the deeds and service of Gerrant — pictured in the
murals. The Chaos Rift was formed and the sepulcher was lost before any
pilgrims actually visited, however. Now the rooms are all off-kilter though
still intact. Their ceilings are 12 feet high unless the room description says
otherwise. The quasit Rat-bait (see Area C8-4) has converted this room
into a trap to kill the unwary.

The iron flask on the floor is a decoy. It is actually nothing more than
an ordinary flask. However, if the flask is picked up or moved it activates
the Trap that Rat-bait has constructed. The quasit managed to swindle an
erinyes out of some lemure slaves a century ago. He ate one of them but
then devised a trap for this room with the other 7 lemures. A tiny hollow

in the floor beneath the flask holds the magically compressed forms of
the trapped lemures. They spring out once the trap is activated and attack
anyone they see.

IRON FLASK AND LEMURE TRAP CR7
Type mechanical; Perception DC 20; Disable Device DC 25

Trigger touch; Reset none
Effect releases 7 lemures

LEMURE DEVILS (7)

XP 400

hp 13 (Pathfinder Roleplaying Game Bestiary “Devil,
Lemure”)

Cs-3. Refreshment Cell (CR 7)

This room appears to have been warped by its burial in the rift.
The walls and ceiling cant away from the door at a 45 degree angle,
but the tan stone of the floor remains perfectly level. In the center
of the far wall is a cracked basin that once appeared to be part of a
fountain, though it has long since gone dry.

CR1

This room was originally intended to serve as a place of rest and
refreshment for visiting pilgrims. Pallets could be laid on the floor, and a
small fountain fed fresh water to the basin.

Creature: The room now rests at a 45 degree angle, but the seemingly
level floor is actually a dun pudding, a variety of black pudding with
an earthy-brown coloration, that completely covers the true floor. A DC
18 Intelligence check notices that the tan floor here is different than the
previous floors in of the tomb, which are composed of marble under a
tan layer of gritty dirt. The dun pudding attacks anyone standing in the
doorway with its reach. It has no treasure.

DUN PUDDING

XP 3,200
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N Huge ooze

Init -5; Senses blindsight 40 ft.; Perception -5

CR7

AC 3, touch 3, flat-footed 3 (-5 Dex, -2 size)
hp 87 (10d8+50)

Fort +8; Ref —2; Will -2

Defensive Abilities splif; Immune ooze fraits

Speed 20 ft., climb 20 ft.

Melee slam +8 (2dé6+4 plus 2dé acid plus grab)

Space 15 ft.; Reach 10 ft.

Special Attacks constrict (2dé+4 plus 2dé acid), corrosion

Str 17, Dex 1, Con 21, Int —, Wis 1, Cha 1

Base Atk +7; CMB +12 (+16 grapple); CMD 17 (can't be
fripped)

Skills Climb +11

Acid (Ex) A dun pudding secretes a digestive acid that
dissolves organic material and metal quickly, but does not
affect stone. Each time a creature suffers damage from

a dun pudding’s acid, its clothing and armor take the
same amount of damage from the acid. A DC 20 Reflex
save prevents damage to clothing and armor. A metal or
wooden weapon that strikes a dun pudding takes 2dé acid
damage unless the weapon’s wielder succeeds on a DC
20 Reflex save. If a dun pudding remains in contact with a
wooden or metal object for 1 full round, it inflicts 20 points
of acid damage (no save) to the object. The save DCs are
Constitution-based.
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Corrosion (Ex) An opponent that is being constricted by a
dun pudding suffers a -4 penalty on Reflex saves made to
resist acid damage applying to clothing and armor.

Split (Ex) Slashing and piercing weapons deal no damage
to a dun pudding. Instead, the creature splits intfo two
identical puddings, each with half of the original’s current
hit points (round down). A pudding with 10 hit points or
less cannot be further split and dies if reduced to 0 hit
poinfts.

Cs3-4. Anteroom (CR 12)

Creatures: This room once served as the waiting room between
the contemplation chamber and the altar where pilgrims could pay
homage to the lost Justicar interred here. It is featureless save for
the two inhabitants: the quasit Rat-Bait who discovered this tomb
and is the mastermind behind its defense and his daraka demon
companion. The daraka demon is a large, dark-skinned humanoid
with a black-furred rams head and downward-curving horns and
whose flesh is covered by a roiling mass of black scorpions. The
daraka demon is under a powerful curse very similar to a feeblemind
spell. As such his Intelligence has been lowered drastically and
the quasit is able to manipulate him and use him as a lumbering
bodyguard.

RAT-BAIT
XP 600
Male quasit demon (Pathfinder Roleplaying Game Bestiary
“Demon, Quasit”)

AC 19, touch 14, flat-footed 17 (+3 armor, +2 Dex, +2 natural,
+2 size)

hp 26

Gear bracers of armor +3 and a bag of holding (Type il)
containing 800 gp, 240 pp, an oathbow, and a periapt of
proof against poison

CR2

CURSED DARAKA DEMON

XP 19,200
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CE Large outsider (chaotic, demon, evil, extraplanar)
Init +0; Senses darkvision 60 ft.; Perception +26

CR 12

*-8 included due to curse

AC 27, touch 9, flat-footed 27 (+18 natural, -1 size)

hp 162 (12d10+96)

Fort +16, Ref +8, Will +12

Defensive Abilities scorpions; DR 10/good; Immune
electricity, poison; Resist acid 10, cold 10, fire 10; SR 20

Speed 40 ft.

Melee 2 claws +21 (1d8+9) and bite +20 (2d6+9)

Ranged scorpions +11 (1dé plus poison)

Space 10 ft.; Reach 10 ft.

Special Attacks scorpions

Spell-like Abilities (CL 12th):

At will—chaos hammer (DC 19), deeper darkness, detect
good, dispel magic, greater teleport (self plus 50 pounds of
objects only), invisibility (self only), unholy aura (DC 21)
3/day—chill touch (DC 16)

1/day—feeblemind (DC 20), shatter (DC 17)

Str 28, Dex 11, Con 27, Int 18 (currently 3 due to curse), Wis
18, Cha 20

Base Atk +12; CMB +22; CMD 32

Feats Aleriness, Blind-Fight, Cleave, Great Cleave, Power
Attack, Weapon Focus (claws)

Skills Bluff +17, Climb +21, Infimidate +17, Knowledge
(arcana) +8*, Knowledge (Planes) +8*, Perception +26,
Sense Motive +18, Spellcraft +16, Stealth +12, Survival +16

Poison (Ex) Daraka Scorpion Poison—injury; save Fort DC
24; frequency 1/round for 2 rounds; effect 1dé Strength
damage; cure 1 save. The save DC is Constitution-based.
Scorpions (Ex) A daraka’s body is swarming with thousands
of tiny scorpions. Creatures attacking a daraka unarmed or
with natural weapons are automatically bitten for 1dé points
of damage and suffer the effects of the scorpion’s poison
(see Poison, above).

Alternately, a daraka can sling scorpions from its body to
arange of 20 feet. This is a standard action that provokes
an attack of opportunity. A creature hit takes 1dé points
of damage from the biting and stinging scorpions and is
subjected to their poison. A grappled creature is likewise
subjected to the biting of a daraka'’s scorpions just as if it
had attacked the daraka unarmed (see above).

A daraka has an unlimited supply of scorpions. As fast as it
uses them, its body generates more.

Tactics: The daraka demon can still use his spell-like abilities and does
so at the telepathic commands of Rat-Bait but can no longer summon
demons or use its own telepathy due to its diminished mental capacity.
Rat-Bait ordinarily sits invisibly on the daraka’s shoulder (impervious
to the scorpion attacks) and coaches it in using its spell-like abilities on
attackers. If the daraka becomes engaged in melee, Rat-Bait flies to the
ceiling and changes to its alternate form of a monstrous centipede. He
then continues to give the demon telepathic battle instructions. If a good
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opportunity presents itself, Rat-Bait uses his cause fear to try and scatter
party members. This attack makes him visible, and he then becomes
invisible again as soon as possible. Opposed Perception checks must be
made against his Stealth check to notice the monstrous centipede clinging
to the ceiling in the far corner of the room. Rat-Bait attempts to flee if the
daraka is overcome.

Cs-5. Altar of Homage (CR 6)

The walls of this room are white stucco, cracked with age and
past upheavals of the earth. Murals, now peeling badly, still show
the valorous deeds of a knight clad in shining silver armor and
wielding a brilliant sword. As they continue around the room’s
perimeter, they show him defeating all manner of enemies,
including rank upon rank of enemy soldiers in some vast conflict
of long ago. The murals meet at the center of the back wall where
they show the shining knight, mortally wounded, surrounded by
many shadowy, evil-looking opponents, the largest of whom bears
a massive black spear — the knight’s blood on its tip. Before this
final mural stands a great block of the finest marble forming an
altar. Blue velvet cushions, faded and dusty with age, rest on the
floor directly before the altar. Crouched atop the altar is a hideous,
vulture-headed, winged demon glaring at you. A mithral chain
wraps around its neck and dangles at its side, but does not seem to
impede its movements in any way.

This room held the altar where pilgrims could come and give their
devotions and last respects to the fallen Justicar. The velvet cushions were
for kneeling pilgrims as they prayed at the altar. Hidden beneath the altar
is a secret door with an iron ladder leading 30 feet down to Area C8-6 (DC
20 Perception check to notice the faint scratches on the floor and locate
the door). The altar can be moved by sliding it aside with a successful DC
25 Strength check.

Creature: As a blessing upon this place Muir sent an angelic hope
to greet pilgrims and watch over them. It remained here even after the
formation of the Chaos Rift. When Rat-Bait and his minions arrived,
they battled the hope, and Rat-Bait managed to ensnare the celestial
with his chain of beguiling. Rat-bait gave the hope the appearance of a
vrock demon, and now the hope continues in its corrupted duties seeking
to slay all visitors to this room seeing them as violators of Gerrant’s
tomb. Though it fights under the illusion of a vrock, the hope uses its
own abilities, weapons and tactics. The illusion of the vrock nullifies the
outsider’s aura of hope and protective aura. A character with Knowledge
(the planes) can make a DC 19 check to realize that the creature is small
for a typical vrock and is not using typical vrock abilities. If successful,
a second check of DC 26 can then determine that the abilities displayed
correspond to those of a hope. The hope can only be rescued from its
current state if the chain of beguiling is removed. If that occurs it will
continue its duties as guardian of the tomb but will allow the party
passage to Area C8-6 if they wish. See the Magic Items Appendix
for information on the chain of beguiling. In its natural form, the hope
resembles a celestial humanoid with feathery wings of purest white,
similar in all ways to an angel.

BEGUILED HOPE

XP 2,400

Creature Collection Il: Dark Menagerie 94

NG Medium outsider (angel, good, shapechanger)
Init +5; Senses darkvision 90 ft., low-light vision; Perception
+13

Avura protective aura, aura of hope

CR 6

AC 19, touch 15, flat-footed 14 (+5 Dex, +4 natural)

hp 45 (6d10+12); fast healing 5

Fort +4; Ref +10; Will +19

DR 10/magic; Immune acid, cold, petrification, poison; Resist

New Spell

One of the hope’s spells originally appeared in Relics & Rituals
by Sword & Sorcery Studios. It is included here for your
convenience.

SUNSPEAR

School evocation [force, light]; Level cleric 3
Casting Time 1 standard action

Components V, S, DF

Range medium (100 ft. + 10 ft./level)

Target, Effect, or Area see text

Duration 1 minute/level (D)

Saving Throw Fortitude partial; Spell Resistance yes

This spell creates a glowing spear of white energy positive
energy. At the caster’s discretion, the weapon can appear and
function as a shortspear, a spear, or a longspear. The caster
can wield the sunspear proficiently as a melee weapon with an
enhancement bonus to attack and damage rolls of +1, plus an
additional +1 per 3 caster levels above 5th level. The spear glows
brightly providing illumination as per the /ight spell.

The caster can also use the sunspear to make a single melee
touch or ranged touch attack in order to cure or inflict damage. The
sunspear s enhancement bonus applies to this attack. The sunspear
can be hurled up to the maximum range of the spell with no penalty
to the roll. A successful attack results in a brilliant blast of positive
energy inflicting 2d4+2 points per caster level. The victim must also
make a Fortitude save or be blinded for 1d4 rounds.

If the caster elects to use the healing effect, she must touch a
willing ally or make a ranged touch attack to a distant ally. If
successful, the recipient is surrounded in a bright nimbus of white
light and cured of 2d4+2 points per caster level. As with other
positive energy effects, this effect damages undead. Any excess
hit points over the target’s normal maximum, gained for the effect,
remain for 1 round per caster level as temporary hit points.

When the sunspear is used for either the special attack or healing
effect, the spell ends regardless whether or not the touch was
successful.

electricity 10, fire 10; SR 20

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

Ranged +1 composite longbow +10/+10/+5 (1d8+1/x3)
Spell-like Abilities (CL 6th):

Continuous—detect evil, see invisibility

At will—aid, bless, charm person (DC 17), consecrate,
continual lame, hold person (DC 18), remove blindness/
deafness, remove curse, remove disease, remove fear,
remove paralysis

3/day—cure light wounds, cure serious wounds, restoration
1/day—atonement, dispel evil (DC 21), sunspear* (melee
+7/+2, dmg 1d8+1/x3, melee touch +7, ranged touch +12,
DC 20)

*See sidebox

Domain Spell-like Abilities (CL 6th)

7/day—rebuke death, touch of good

Spells Prepared (CL 6th):

3rd—bestow curse (DC 17), cure serious wounds®, dispel
magic, meld into stone

2nd—-bull’s strength, cure moderate woundsP, death knell
(DC 16), inflict moderate wounds (DC 16), shatter (DC 16)
Ist—bane (DC 15), cause fear (DC 15), cure light woundsP®,
divine favor, inflict light wounds (DC 15)
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0 (at wil)—detect magic, guidance, light, resistance
D domain spell; Domains Good, Healing

Str 10, Dex 20, Con 14, Int 18, Wis 18, Cha 22

Base Atk +6; CMB +6; CMD 21

Feats Point Blank Shot, Rapid Shot, Skill Focus (Diplomacy)
Skills Acrobatics +11, Craft (arrows) +10, Diplomacy +18,
Fly +17, Heal +13, Knowledge (planes) +13, Knowledge
(religion) +13, Perception +13, Perform (oratory) +12, Sense
Motive +13, Spellcraft +10

Languages Auran, Celestial, Common, Draconic, Sylvan;
telepathy 100 ft., truespeech

SQ change shape (humanoid, polymorph), healer’s blessing
Gear chain of beguiling, +1 composite longbow, 20 arrows

Aura of Hope (Su) All creatures of good alignment within
100 ft. of a hope in ifs frue form receive a +2 morale bonus
to attack, damage, saving throw, and skill check rolls.
Additional hopes do not increase this bonus. The aura of
hope dispels the effect of the induce despair ability of
the hope's opposite numbers, the despair (see Creature
Collection Il: Dark Menagerie by Sword & Sorcery Studio).
Change Shape (Su) A hope can assume the shape of
any humanoid race at will and for as long as desired. This
ability conforms in all ways as detailed in the Pathfinder
Roleplaying Game Bestiary.

Ad Hoc XP Award: If the hope is freed, award XP just as if it had
been defeated. If it is slain by good characters, it is up to you to
determine what penalties occur (if any) for violating their alignment.
At the very least, don’t award XP to good characters for killing the
hope, since the challenge to be bested was the salvation of the hope,
not its destruction.

C8-6. Burial Chamber of Gerrant
(CR 18)

This chamber is under the effects of a permanent Aallow spell with the
secondary effect of zone of truth.

A feeling of immense peace and sanctity fills this vaulting
subterranean chamber. White stucco covers the walls and domed
ceiling, and unlike elsewhere, shows no signs of cracking or
peeling. The murals painted here are still as vivid as if they were
done yesterday. All along the walls are painted rows of kneeling
robed pilgrims, heads bowed with reverence or despair, all facing
the far end of the room. The holy symbols of many good and neutral
religious orders are present on their robes and in their hands. The
20-foot dome above is painted like a cerulean sky with wispy white
clouds. Gathered among these clouds are numerous angels and
celestial beings, all weeping and likewise facing the room’s far end
reverently.

Near the room’s far end is a pedestal holding a massive spear
point still attached to part of a broken shaft. The point itself is of
some dark metal pitted with corrosion and stained with long-dried
blood and foul ichors. Next to this wicked-looking weapon on the
pedestal is a large blacksmith’s hammer forged of cold iron and
heavily scarred with a network of fine cracks in its head. Between
these two is a cloven skull. Beyond the pedestal rests a crystal bier.
Upon it is the beatific form of handsome knight — the one depicted
in the murals — lying in repose with a peaceful expression as if
merely sleeping. Shining plate armor covers the knight from neck
to feet, marred only by a large gash in the breastplate. Clasped in
his gauntleted hands upon his breast is a sword that glows with
light like a torch.

This is the final resting place of Gerrant the Last Justicar who was slain
during the Battle of Tsar by a foul cambion cloud giant. The corpse is
perfectly preserved by a permanent gentle repose effect, though it cannot
be resurrected due to the nature of its death. The corpse wears full plate
armor that was once magical but has been irreparably damaged by the
huge gash in its breastplate that shows signs of acidic corrosion around
its edges. The sword clasped in its hands is a +2 holy brilliant energy
bastard sword, the famed Sword of Gerrant. Hidden beneath the suit of
armor (DC 21 Perception check) are an amulet of natural armor +3 and
a silver holy symbol of Muir (25 gp). The weapons on the pedestal are
the cambion’s spear that slew Gerrant and the hammer that forged it. The
spear is of Huge size and is forged of some unidentifiable metal pitted and
corroded. A palpable feeling of evil hangs over it though its enchantment
was broken when the weapon itself was destroyed. It cannot be salvaged.
The hammer is cold iron but was so badly damaged in the creation of the
giant’s spear that its head will fracture into a thousand pieces if ever struck
against anything. It cannot be repaired either. The skull is that of a human,
the wound obviously fatal.

Creature: Five minutes after the party enters this chamber, or sooner
if they disturb the body or any of the weapons, they encounter the ghost
of Gerrant. This spectral figure appears above the corpse on the bier and
has ethereal versions of the armor and sword, though the ethereal armor is
undamaged. Its sword functions as a ghost touch blade in its hands rather
than brilliant energy. It does not attack but will defend itself if necessary. If
the party has no characters of chaotic evil alignment, the ghostly Justicar
speaks to them. Read the following text.

“I am Gerrant of the Holy Order of the Justicars. Look upon my
mortal remains and weep, for I was laid low by betrayal most foul.
I swept through the hordes of Orcus beside my boon companion
Alaric, and none could stand before us on the field of battle.
Demons quailed at our approach. Where united we could not fall, in
division the Demon Prince created our undoing. Alaric was called
away to defend his home at the holy city of Tircople from barbaric
invasion instigated by Orcus. I alone remained of the Justicars to
fight for our cause.

“A captain of the Army of Light, whose name has been stricken
from memory by the gods for his betrayal, led his company into
an ambush knowing that I would come to help them at their call.
I arrived to find it all an elaborate trap. The captain’s company
consisted of only the walking dead, previously slain through
treachery and raised again to lure me to my peril. The company of
undeath turned on me as did their attackers, a swarm of demons.
But last came the linchpin in the ambush, a foul cloud giant of
demonic blood wielding a spear forged of darkness. I smote the
captain and called upon the power of Muir to rout the demons and
undead, but the fiend-giant used my distraction to pierce my chest
and lay me low.

“The betrayal weighs heavy on my soul, and I cannot rest easy.
The treacherous captain has been dealt with, and the fiend-giant
was slain by my vengeful allies, his wicked spear destroyed. Even
the hammer that forged the instrument of my demise was claimed
from the field of battle. All that remains is the anvil upon which the
spear was formed. The existence of that is all that anchors me here
to this place. Any who would recover the anvil from the ruins of
the city and return with it here would be forever called my friend.
I know not where it lies; only that it still exists within the precincts
of the temple-city. Despoil not my tomb and return with the item I
seek so that [ may rest, and I will grant you a boon of inestimable
worth. Heed the words of the Last Justicar, and serve the will of the
Three Gods.”

After giving his monolog, the ghost disappears. It reappears only if
the party returns to the tomb with the anvil in question or if someone
attempts to despoil its mortal remains. The anvil can be found in the ruins
of Tsar, and that outcome will be covered in the upcoming adventure
Slumbering Tsar: Temple-City of Orcus. If anyone attempts to despoil

39



CHAPTER 5: THE CHAOS RIFT

the fallen knight, then the ghost appears and fights until all such intruders
are destroyed. If the ghost is destroyed it forms again after 24 hours
once again with ethereal versions of its equipment. See the appendix for
information on the Justicar prestige class by Necromancer Games.

GERRANT OF GILBOATH
XP 153,600

Male human ghost paladin 10 /Justicar of Muir 7 (Pathfinder
Roleplaying Game Bestiary “Ghost”; see Prestige Class
Appendix)

LG Medium undead (augmented humanoid, incorporeal)
Init +7; Senses darkvision 60 ft.; Perception +25

Aura aura of courage (10 ft.), aura of resolve (10 ft.), good

CR18

AC 18, touch 18, flat-footed 10 (+7 deflection, +1 Dex)

(vs. ethereal) AC 27, touch 11, flat-footed 26 (+13 armor, +1
Dex, +3 natural)

hp 227 (10d10+70 plus 7d10+49 plus 10)

Fort +25; Ref +15; Will +23

Defensive Abilities channel resistance +4, divine grace,
incorporeal, rejuvenation; Immune charm, disease, fear,
illusions, undead traits

Speed fly 30 ft. (perfect)

Melee +2 holy ghost fouch sword +24/+19/+14/+9
(1d10+6/19-20) or corrupting fouch +20 (18dé, Fort DC 25
half)

Special Attacks channel positive energy (DC 22, 5dé),
enemy of evil, mark of justice, scourge of evil, smite evil 4/
day (+7 Atk/+10 dmg), sword of courage, telekinesis
Spell-like Abilities:

At will—detect evil (CL 10th)

2/day—zone of truth (DC 19, CL 17th)

Spells Prepared (CL 14th):

4th—break enchantment, neutralize poison
3rd—daylight, dispel magic, magic circle against evil,
remove blindness/deafness

2nd—eagle’s splendor, owl’s wisdom, remove paralysis, resist
energy, shield other

1st—bless, bless water, cure light wounds (x2), lesser
restoration, protection from evil

Str — (19 ethereal), Dex 16, Con —, Int 15, Wis 18, Cha 24
Base Atk +17; CMB +20 (+21 vs. ethereal); CMD 37 (34 vs.
ethereal)

Feats Blind-Fight, Exotic Weapon Proficiency (bastard
sword)®, Improved Bull Rush, Improved Initiative®, Mounted
Combat, Power Attack, Ride-By Attack, Spirited Charge,
Trample, Unseat, Weapon Focus (bastard sword)

Skills Diplomacy +20, Fly +6, Handle Animal +18, Heal

+17, Knowledge (nobility) +15, Knowledge (religion) +15,
Perception +25, Ride +18, Sense Motive +17

Languages Celestial, Common, Giant

SQ celestial companion (none currently), discern lies 2/day,
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divine bond (mount—none currently), lay on hands 12/day
(5dé), mercy (fatigued, sickened, poisoned), shield of fruth,
frue seeing

Gear +4 full plate armor, amulet of natural armor +3, +2 holy
ghost touch bastard sword, silver holy symbol of Muir (25 gp)

Co. The Chaos Deeps
(CR 1)

This section of the rift lies the deepest beneath the ground at almost 2,500
feet. The broken ground rises gradually around it to around 2,000 feet,
though even that portion lies in a narrow canyon between two high points
so that the bottom here is almost perpetually in shadow. In addition a chill
breeze seems to perpetually blow through this portion making a constant
susurrus that provokes travelers to continually glance over there shoulder
as if expecting to find someone standing behind them. Whether a result of
the temperature or this eerie sensation of not being alone, anyone in the
Deeps finds themselves subject to constant goose bumps and sudden chills.

The remnants of Chaos and the anguish it brought remain especially
strong here. While in this area roll encounters on the Random Encounter
tables in Chapter 3 twice as often as usual. If the result is not a chaos beast
or some form of incorporeal undead, roll again. If it still comes up with a
result other than one of those, then there is no encounter as those are the
only creatures that willingly enter this area.

When the party has descended to this lowest point, read the following
boxed text:

The canyon walls feel as if they are closing in on you as you
descend ever lower. The temperature drops and a whispering wind
picks up around you prompting you to fancy catching glimpses of
something out of the corner of your eye. Finally you reach what
must be the bottom of the rift. Here the land seems to rise all around
you. Strangely in the shadowed darkness you see what appears to
be a pattern of luminosity on the rock wall that spreads up and away
from you in both directions. Closer examination reveals it to be
white bones, partially exposed to the air, buried in the rock face
in complete humanoid skeletons. It appears as if rank upon rank
of dead warriors stand above and around you in ever-silent parade
rest. There are hundreds of this extraordinarily intact skeletons
imbedded in the wall. Then you notice that each has extra bones
at its shoulders, like those of great wings, and here and there in
the rock still exists a feathery imprint. It is with a sinking in the
pit of your stomach that you realize the true horror and impact of
what you are seeing. Before you are the remains of hundreds of
slaughtered angels!

This area truly holds the rift’s most horrible secret. Tens of thousands of
members of the Army of Light were killed when the magic was unleashed
that formed the Chaos Rift. Hit the hardest though, were the celestial
contingents sent to assist the cause of men in their deadly strife against
the demon priests. The bulk of this heavenly host of angels, archons, and
celestials was thus destroyed in one fell blow; thousands of souls of light
forever lost to their homes in paradise. Among those who fell here were
the great celestial generals Nimrod and Lord Karask. Such was the might
of the magical devastation that these corpses were buried nearly a half
mile under the earth. Yet so hardy was the stuff of their substance that they
remained largely intact and soon became exposed again as erosion took its
toll on the rift walls. The angelic skeletons extend hundreds of feet back
into the bedrock here.

Creature: Unfortunately what should be a sanctified place in memoriam
to the tragic loss that occurred is so infected with the remnants of Chaos
magic and death that the party will find little respite here. The effects of
these combined with the vast quantity of bones available has spontaneously
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Muir,
Goddess of Virtue and Paladins

This deity appeared in Bard’s Gate and other products by
Necromancer Games. Details of this deity are updated and
included here for your convenience.

Alignment: Lawful Good

Domains: Law, Good, Protection, War
Symbol: Blood-red upraised sword on a white
background

Garb: White wool robes with an upraised
sword and hand in red.

Favored Weapon: Longsword or bastard
sword

Form of Worship and Holidays: Regular
worship and fasting on the eve before
known battle or before confirmation or
promotion of the ranks of the faithful.
Typical Worshippers: Humans and
paladins

Muir is the sister of Thyr. While he
represents law and peace, she represents
the martial valor necessary to make that
peace a reality. As such, she is the goddess
of paladins. She is often depicted as a dark-
tressed maiden warrior in shining mail with
an upraised (often bloodstained) sword.
She is noble and single-minded of purpose.
The tenets of her worship include honor,
truth, and courage. A great order of paladins
known as the Justicars are sworn
to her service. Muir expects
self-sacrifice, humility, and
charity as well as unswerving
loyalty. Her standards are
extreme and she quickly
turns her back on any
who fail to live up to
them. Those who maintain
her standards, however,
may become Justicars,

a prestige class of
paladins imbued with
even greater holiness.
Her symbol is a
blood-red uplifted
sword on a white
background,
symbolizing

her endless fight
against evil. Her
worshipers must be
lawful good. The falcon
is her sacred animal.
She is the tireless foe
of all evil creatures and
undead, demons, and
devils in particular

are her sworn enemy.
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generated an ossuary golem. This massive construct rips itself free from
the canyon wall in one round, the skeletons tumbling in to assume their
place in this massive conglomerate, whenever living beings pass within
30 feet of it. When the battle is over, unless destroyed, the bones separate
and resume their positions in the rock wall.

OSSUARY GOLEM

XP 12,800
hp 96 (see Monster Appendix)

Cro. The Pillars of Orcus
(CR varies)

Read the italicized portion of the boxed text if the party is seeing it at
night.

CR11

Two rock pinnacles soar high from the base of the rift to the
level of the lands above — over 1,500 feet in all. Their sides
are darkly shadowed or stained as if composed of an entirely
different rock than the rest of the rift. At the top, dark birdlike
shapes are visible perched on the edge of the precipice. At the
base of both of these rock pillars are massive crystals embedded
in them and the surrounding bedrock. Great bolts of energy
arc between the two columns with a green glare. They seem to
originate at the crystals and then climb the space between the
rocks before dissipating at the top. A faint buzz sounds and you
catch a whiff of ozone on the air.

These strange pinnacles are of a different stone than that naturally
occurring here. In fact, the shadowy black rock originates from the Abyss
itself, Orcus’s home plane, and came here as a byproduct of the powerful
forces unleashed in the devastation. They are known as the Pillars of Orcus.
The rock has a slightly greasy feel to the touch, but otherwise has all of the
qualities of the terrestrial stone of the rift. The huge crystals embedded in
the rock and the surrounding ground also appeared as byproducts of the
magical catastrophe and are, in fact, residual manifestations of the great
amounts of chaos magic that were used here. They are dormant during the
day, but at night part of their ambient magic is released in the electrifying
light display described above. These arcs of power only occur directly
between the two columns. Anyone foolish enough to step into this area
while they are active must make a DC 30 Fortitude save or take 10d6
points of electricity damage and 5d6 points of chaos damage. A successful
saving throw results in half damage. Anyone slain by this energy is
immediately transformed into a chaos beast.

Every minute that the party spends at the base of one of these pillars,
day or night, they have a 20% chance of encountering a chaos beast. They
immediately attack anyone they see, even each other if they encounter
examples of the other species.

At the base of each of the pillars of rock on the eastern side is the
beginning of a hidden trail that rises to wrap around it in ever ascending
circuits all the way to the top. These paths can be located by DC 23
Perception checks. They rise 1,500 feet to the top of the pillars at a fairly
steep slope and are no more than 2 feet wide. The tops of the pillars are
flat, featureless plateaus that are used day and night as roosts for large
numbers of dread ravens. These evil avians are naturally drawn to the
evil nature of the rock formations and the tops are strewn with their foul
droppings and molted feathers. At any given time there are 3d6 dread
ravens atop each pinnacle. They defend their territory against all intruders
whether by trail, climbing, or flight.

While the pillars are strange and dangerous enough as is, they have
one other hidden feature that is not discoverable except under certain
circumstances. If one of the trails up the side of the pillars is climbed after
dark, the climber finds a destination unlike they expected. For after dark,
the act of following these strange paths causes the climber to pass through

a portal into the layer of the Abyss that serves as home to the Demon
Prince of the Undead himself. This affect only occurs at night if one of the
paths is climbed from bottom to top. Climbing the side of the pillar, flying
to the top or walking the path from top to bottom rather than bottom to
top precludes the character from encountering the portal. It is possible for
one character walking up the path to encounter the portal while one flying
beside him would merely see him disappear. Those actually on the path
are unaffected by the arcs of electricity between the pillars. This strange
phenomenon has caused the mysterious disappearance of more than of
the few adventurers who have dared brave the dangers of the Chaos Rift.

The entrance into this portal is a sudden event that occurs, not a gradual
process. The only change noticeable to the walker is that the wind
suddenly picks up and that the stars fade from sight. At that point the
walker is in a transitional point in between the planes. The path suddenly
widens to 10 feet and around the next corner awaits a glabrezu demon
guardian. Only if the character or characters somehow win past the demon
and reach the top of the pillar by way of the path are they fully transported
into the Abyss. Prior to reaching the top they can turn back or leave the
path and return to their own world. Once the top is reached, the portal
closes and the character has to find his own way home — a great reward
for disciples of Orcus, but a less appealing prospect for others. For all
practical purposes consider a PC who makes the journey as lost, unless
you wish to prepare encounters and play out the character’s (probably
short) adventures in the Abyss. The disciples of Orcus are unaware of the
peculiarity of this site but would find such information extremely valuable
and would likely move in force to control the area.

CHAOS BEAST

XP 3,200

Pathfinder Roleplaying Game Bestiary 2 *Chaos Beast”
CN Medium outsider (chaotic, extraplanar)

Init +5; Senses darkvision 60 ft.; Perception +11

CR7

AC 16, touch 11, flat-footed 15 (+1 Dex, +5 natural)
hp 52 (8d10+8)

Fort +6; Ref +6; Will +2

Immune critical hits, fransmutation; SR 15

Speed 20 ft.
Melee 2 claws +10 (1d4+2 plus corporeal instability)
Special Attacks corporeal instability

Str 14, Dex 13, Con 13, Int 10, Wis 10, Cha 10

Base Atk +8; CMB +10; CMD 21

Feats Alertness, Dodge, Improved Initiative, Mobility

Skills Acrobatics +9, Climb +10, Escape Artist +9, Perception
+11, Sense Motive +10, Stealth +9

Corporeal Instability (Su) A blow from a chaos beast against
a living creature can cause a terrible transformation.

The creature must succeed on a DC 15 Fortitude save or
become a spongy, amorphous mass. Unless the victim
manages to control the effect (see below), its shape melts,
flows, writhes, and boils. The save DC is Constitution-based.

An affected creature is unable to hold or use any item.
Clothing, armor, rings, and helmets become useless. Large
items worn or carried—armor, backpacks, even shirts—
hamper more than help, reducing the victim’s Dexterity
score by 4. Soft or misshapen feet and legs reduce speed to
10 feet or one-quarter normal, whichever is less. Searing pain
courses along the nerves, so strong that the victim cannot
act coherently. The victim cannot cast spells or use magic
items, and it attacks blindly, unable to distinguish friend
from foe (-4 penalty on attack rolls and a 50% miss chance,
regardless of the attack roll).

Each round the victim spends in an amorphous state
causes 1 point of Wisdom drain from mental shock. If the
victim's Wisdom score falls to 0, it becomes a chaos beast.

A victim can regain its own shape by taking a standard
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action to attempt a DC 15 Charisma check (this check DC
does not vary for a chaos beast with different Hit Dice or
ability scores). A success reestablishes the creature’s normal
form for 1 minute. On a failure, the victim can still repeat this
check each round until successful.

Corporeal instability is not an affliction and so is hard to
remove. A shapechange or stoneskin spell does not cure
an afflicted creature but fixes its form for the duration of the
spell. A restoration, heal, or greater restoration spell removes
the affliction (a separate restoration is necessary to restore
any drained points of Wisdom).

DREAD RAVENS (3dé) CR2
XP 600
hp 13 (see Area A7-1)

GLABREZU DEMON CR13
XP 25,600

hp 186 (Pathfinder Roleplaying Game Bestiary “Demon,
Glabrezu™)

The exploration of the Desolation continues, and finally glimpsed are the
walls of the wretched city itself. But what cruel dangers and tragic tales
await those who trod where thousands fought and died in Slumbering
Tsar: The Desolation, Part 3—The Western Front?
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Part 3 -The Western Front

The Fighcing was ac ics mosc incense around che walls of che Tsar. Che Army of Lighc
baccled ics way chrough dlood-crazed deFenders again and again undil wichin Range ofF che walls
and accacked wich arcillery and spell only co de driven away by che concencraced recurned
Fire FrRom wiichin che cicy and che Hoods of reinforcementcs chac rallied co deac the accackers
back. Chis cycle repeaced icselF over and over (ike a relencless cide as monchs screcched inco a
year and scill cthe walls were noc breached. Che grounds around che cicy decame & mass open
grave ofF che Fallen where defender and accacker trod upon the bones of Friend and Foe alike,
heedless oF the Fallen unil they coo were violencly ushered inco their ranks. In addicion co che
staggering number of casualdies thac piled up in che Fields adouc the walls of the cicy, so coo
did che grounds absord che concencraced effects oF spell and bombardment releasing all manner
oF diabolical plague or descruccive concoction. In the end the dealing oF deach decame the only
purpose co chose engaged on chese dloodied grounds as all sense ofF cause or loyalcy was (08T in
che endless, grinding deach machine cthac was che (Uescern [rone.
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Chapter 6:
The Boiling Lands

Closer in to the precipices of the Stoneheart Mountains, the winds don’t
blow as strongly, shielded as the land is by that escarpment. Instead the
still air of the Boiling Lands remains shrouded in an almost perpetual
cloud created by the ever-present geysers that give this region its name.
Like in the Dead Fields, some of the fiercest fighting of the Battle of Tsar
occurred in the Boiling Lands. Unlike the Dead Fields where the fighting
was mainly in the conventional mass combat sense, in the Boiling Lands
all manner of magical and cursed concoctions and attacks were unleashed
— a testing ground for new and more hideous forms of death dealing
developed by both sides of the conflict. All of this twisted advancement in
the “art” of war culminated in the disciples of Orcus creating the magical
paroxysm upon the enemy encampment that resulted in that destruction of
destructions—the Chaos Rift

As the destruction and plague-spawned death rained on, the attackers
hunkered down into defensive positions to wait out the horrific storms of
death-bringing power and to launch their own counterattacks at opportune
moments. Miles of muddy trenches were dug and still criss-cross the
scarred landscape. These were fortified and improved upon, becoming the
last homes for many of the soldiers who fought and died on the battle
plains. Great wooden towers rose from these trenches providing vantage
points and artillery emplacements, though most are little more than the
splintered remains of the rotten foundations.

The strange moonscape holds many geysers, pits, craters, and pools of
boiling sulfur or mud, many hidden beneath deceptively thin crusts waiting
for the unwary traveler to tread upon them. The stench is an unbelievable
mixture of rotten eggs, soggy compost, and suffocating death. Visibility
is never more than 100 feet and usually less. Unless otherwise noted, roll
1d10x10 to determine how far characters can see at any given moment.
Reach or ranged attacks beyond the extent of vision are considered
against targets with concealment for the first 20 feet beyond the range of
visibility and total concealment beyond that. The terrain of this tortured
moor should be treated as a shallow bog with its thick layer of mud and
sometimes standing water. It costs 2 squares of movement to move into a
square in this quadrant and the DC of Acrobatics and Stealth checks are
increased by 2 as described in the “Marsh Terrain” section in Chapter 13
of the Pathfinder Roleplaying Game.

Standing water and geysers found here are full of all manner of toxins.
Unless otherwise noted, anyone drinking of the water in this quadrant
must make a DC 16 Fortitude save or contract blinding sickness as
described in the “Diseases” section of the Appendices of the Pathfinder
Roleplaying Game.

The Boiling Lands

The main fighting in the Battle of Tsar occurred in the western half of
what would become the Desolation, the area closest to the walls of the city
itself and what would become known as the Western Front. The Boiling
Lands lie in what is the northwestern quadrant of those fields. These
twisted and battle-wracked lands get their name from the many craters
that dot the landscape like the boils of a diseased beggar from the back
alleys of Tsar itself. In addition the name is derived from the many geysers
and boiling pools of mud that appeared during those terrible battles and in
the years since. This is the wettest of the Desolation’s regions, but let the
traveler who dares to drink from the natural springs or boiling fountains

The Boiling Lands Random
Encounter Table

d% Encounter
01-11 Acid Rain
12-15 Bane Cloud
16-23 Geyser
24-26 Boiling Mud
27-30 1d6 Toxic Mudmen
31-35 1d2+1 Mature Slime Crawlers

36 Gray Render

37-38 1d2 Will-O’-Wisps
39-41 Large Water Elemental
42-45 1d4 Poisonbearer Ghouls
46-50 2d6 Plague Zombies
51-00 No Encounter

of the area beware. Their waters can bring death as surely as the foul
denizens that make their homes among them.

The reason for the strange terrain features found here, unlike elsewhere
on the battlefield, is the way in which the Battle of Tsar unfolded here.
For it was here that the most powerful of the clerics and sorcerers within
Tsar’s walls plied their worst magic against the attackers. Eldritch comets
of fire and exploding stones fell like hail pounding the terrain and troops
here. Likewise, hideous plagues and diseases were unleashed against
the forces of good that continually attacked from this quadrant. As the
casualties mounted, it was here the wizards and priests of the Army of
Light responded in kind, ripping through the enemy ranks with attacks
of terrible or insidious magic. Next to the Chaos Rift, where in one fell
magical explosion thousands were instantly killed, it was here that the
greatest numbers of defenders and attackers both were slain the most
quickly in sudden onslaughts of magical might. Finally it was here that the
master dweomercrafters within the Citadel of Orcus perfected their spells
in preparation of the cataclysm they unleashed to create the Chaos Rift.

For random encounters while the party ventures through the Boiling
Lands, consult the Boiling Lands Random Encounter Table below.
Encounters should be rolled on these tables once every three hours or
whenever a combat occurs that lasts more than 3 rounds. Ignore weather-
related or stationary encounter results when rolling following 3 rounds of
combat. Use the same encounter table for day and night within the Boiling
Lands.

Acid Rain: See The Ashen Waste in Part 2—The Ghosts of Victory.

Bane Cloud: The poisonous vapors and twisted nature of the Boiling Lands
created these warped monstrosities out of air elementals summoned to fight
in the Battle of Tsar. Now they roam the region in a perpetual rage, railing
against what they have become and what they have lost. They appear as a
low-hanging fog moving sluggishly over the earth with noxious greenish-
yellow color, though this often resembles the normal exhalations of the
Boiling Lands. The omnipresent fog protects it from the suns harmful rays.
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BANE CLOUD

XP 1,200

Creature Collection Il: Dark Menagerie 14

CE Medium outsider (air, elemental, extraplanar)
Init +4; Senses darkvision 60 ft.; Perception +9

CR4

AC 17, touch 10, flat-footed 17 (+7 natural)

hp 26 (4d10+4)

Fort +2; Ref +4; Will +6

Immune acid, elemental traits, weapon damage
Weaknesses vulnerability fo sunlight

years wandering in its never-ending hunt for food. It is a giant, hulking
creature with a stooped frame and long sinewy arms ending in clawed
hands. Six small yellow eyes dot its forehead and it has a wide, tooth-filled
maw. Once this creature has been defeated, treat this roll as no encounter.

GRAY RENDER

XP 4,800

Pathfinder Roleplaying Game Bestiary 2 “Gray Render”
N Large magical beast

Init +0; Senses darkvision 60 ft. low-light vision, scent;
Perception +9

CR8

Speed fly 20 ft., (poor)
Melee slam +5 (1d6+1)
Special Attacks poison cloud

AC 19, touch 9, flat-footed 19 (+10 natural, -1 size)
hp 125 (10d10+70)
Fort +14; Ref +7; Will +4

Str 12, Dex 11, Con 13, Int 9, Wis 15, Cha 9

Base Atk +4; CMB +5; CMD 15

Feats Improved Initiative, Skill Focus (Stealth)

Skills Fly +3, Knowledge (planes) +6, Perception +9, Sense
Motive +9, Stealth +10

Languages Auran

Poison Cloud (Ex) As a standard action a bane cloud can
create a highly poisonous cloud in a 5-foot radius that lasts
for 1dé rounds. Victims caught in the cloud must succeed
on a DC 14 Fortitude save each round or take 1dé points
of damage and 1d2 points of Dexterity and Constitution
damage (half damage on a successful save). The save DC
is Constitution-based and includes a +1 racial bonus.
Vulnerability to Sunlight (Ex) The bane cloud takes 1d4
points of damage per round of exposure to direct sunlight
(not a daylight spell).

Boiling Mud: The Boiling Lands are rife with geothermal activity
including many pools of boiling mud or water. These are easily and wisely
avoided. However, occasionally a thin crust forms over one of these mud
pools and renders them undetectable to casual observation. When anyone
happens to walk upon them, the flimsy crust gives way dumping them into
a scalding cauldron. The mud is 5 feet deep. Immersion inflicts 3d6 points
of fire damage per round of exposure. The mud also encases an immersed
character and continues to cause fire damage even after exiting the pool.
This damage is 2d6 points in the first round after leaving the pool and
1d6 points of damage in the second round. After that the mud has cooled
sufficiently to no longer cause damage. This damage can be prevented by
washing the hot mud from the character’s body. It is difficult to climb out
of the pool through this brittle crust, requiring a DC 16 Strength check
for each 5 feet moved towards the pool’s edge. A rope thrown by another
character alleviates the need for the Strength check to make the move,
but the character can still only move as if in a deep bog (4 squares of
movement for each square moved). A successful DC 20 Survival check,
DC 25 Perception check, or a defect snares and pits can identify the
ground for the brittle crust it truly is.

Geyser: Like mud pools, geysers abound in the active earth of the
Boiling Lands. Most are obvious, but some spout sporadically from
hidden fissures and are difficult to detect by casual observation. When
this encounter is rolled, it indicates that one of these hidden geysers
has spouted while a character or characters are within 2d10-2 feet. The
eruptions last for 1d3 rounds and extend their plumes 100 feet into the
air creating damaging fallout from their scalding waters within a 20-foot
radius. Anyone struck by this scalding steam takes 2d6 points of fire
damage. Anyone actually coming into contact with the geyser plume itself
suffers 1d6 points of bludgeoning damage from the water pressure and
4d6 points of fire damage.

Gray Render: A lone gray render has wandered down from the northern
hills and taken up residence in the Boiling Lands. Its hardy metabolism
finds the hostile environment soothing, and it has stayed now for several

Speed 30 ft.

Melee bite +15 (2d6+6 plus grab), 2 claws +15 (1dé+6)
Space 10 ft.; Reach 10 ft.

Special Attacks rend (bite and grapple, 2d6+9)

Str 23, Dex 10, Con 24, Int 3, Wis 12, Cha 8

Base Atk +10; CMB +17 (+19 bull rush, +21 grapple); CMD 27
(29 vs. bull rush)

Feats Cleave, Great Cleave, Power Attack, Improved Bull
Rush, Skill Focus (Survival)

Skills Perception +9, Stealth +0, Survival +12

Large Water Elemental: The wizards and clerics on both sides of the
long ago battle summoned extraplanar allies to assist in the struggle.
Many were summoned through carefully crafted spells that kept them
until released by their summoner, who in many cases died without ever
sending their charges home. Many of these were water elementals who
have now made homes in the many pools of the Boiling Lands. Many
have gone insane from their long captivity on the Material Plane and
attack anyone who comes near.

LARGE WATER ELEMENTAL
XP 1,600

hp 68 (Pathfinder Roleplaying Game Bestiary “Elemental,
Water”)

CR5

Mature Slime Crawlers: These creatures wander the Boiling Lands
searching for carrion on which to feast. They are unharmed by the toxins
that abound and use some of the warm mud pools as nurseries for their
young.

MATURE SLIME CRAWLER
XP 1,200
hp 19 (See Area Bé-4)

CR4

Plague Zombies: Not all who died in the Boiling Lands and arose as
undead absorbed the poisons of the place and transformed into poisonbearer
ghouls. Many bodies just fell unheeded into the mud and were forgotten.
In many cases the mud acted as a preservative, so that when restless unlife
came, wrinkled and black-stained cadavers rose rather than only skeletal
remains. Many now haunt the Boiling Lands following their orders as
soldiers in life: Slay the enemy. Just about any living creature looks like
the enemy to a zombie.

PLAGUE ZOMBIE

XP 200

Pathfinder Roleplaying Game Bestiary “Zombie”
NE Medium undead

Init +0; Senses darkvision 60 ft.; Perception +0

CR1/2

AC 12, touch 10, flat-footed 12 (+2 natural)
hp 12 (2d8+3)
Fort +0; Ref +0; Will +3
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Immune undead traits

Speed 30 ft.
Melee slam +4 (1dé6+4 plus disease)
Special Attacks death burst

Str 17, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +4; CMD 14

Feats Toughness®?

$Q staggered

Death Burst (Ex) When a plague zombie dies, it explodes in a
burst of decay. All creatures adjacent to the plague zombie
are exposed fo its plague as if struck by a slam attack and
must make a Fortitude save or contract zombie rot.

Disease (Su) The slam attack—as well as any other natural
attacks—of a plague zombie carries the zombie rot disease.
Zombie rot: slkam; save DC 11; onset 1d4 days; frequency 1/
day; effect 1d2 Con, this damage cannot be healed while
the creature is infected; cure 2 consecutive saves. Anyone
who dies while infected rises as a plague zombie in 2dé
hours.

Poisonbearer Ghouls: Many undead have risen upon the fields of the
Desolation as a result of the titanic battles fought here. Of all of them,
however, only the poisonbearer ghouls actually carry the poisons of the
tainted land within them. Now packs of these feral beasts roam the Boiling
Lands seeking to destroy and devour all they find.

POISONBEARER GHOUL
XP 1,200
hp 39 (See Area B3-10)

CR4

Toxic Mudmen: Created by the leakage of the magical forces brought
to bear upon the Boiling Lands and the poisons that remain as a result,
these creatures came into being and remain to this day. They dwell in the
boggiest parts of the Boiling Lands and are highly territorial of their lairs,
seeking to destroy or drive away all intruders.

TOXIC MUDMAN
XP 600
hp 22 (See Monster Appendix)

CR2

Will-O’-Wisps: See The Ashen Waste in Part 2—The Ghosts of
Victory. These sadistic creatures try to lure characters to areas with thin
crusts over boiling pools or to hidden geysers.

WILL-O’-WISP
XP 2,400
hp 40 (Pathfinder Roleplaying Game Bestiary “Will-O’-Wisp™)

CR 6

Fixed Encounters

The encounter areas of the Boiling Lands begin with a “B” and are
followed by a numeral designating the specific encounter. Different areas
in the encounters are designated by a hyphenated number following the
“B” and the numeral. For example Mud Marauder is identified as B3-8.

Br. Rift Genesis (CR 7)

The very beginning of a shallow fissure appears in the ground here at the
edge of the Boiling Lands. The terrain is drier here than in the quadrant’s
interior, so this shallow crevasse with rocky sides has retained its general
shape, though the floor of it is lined with muck in various degrees of
dryness. This is the westernmost point of the Chaos Rift where it actually

crosses the trade road and enters the Boiling Lands. The depth varies at
this point from 5-10 feet (roll 1d6+4) and 11-20 feet wide (roll 1d10+10).
It is easy to climb in and out of requiring only a DC 10 Climb check. The
area immediately surrounding the rift is dry ground, but the bottom is
still considered shallow bog for movement purposes. It gets progressively
drier and deeper as it approaches Area R2.

Creature: Hiding at the extreme western end of this crevasse, using
the muck for concealment (+8 to Stealth checks) is an amphisbaena
basilisk, a hideous, eight-legged creature with the head of a basilisk at
each end of its body. One of the foul spawn of that cursed rift, this creature
has wandered up from the depths to rest in the cool mud and prey on
anything that draws close enough for it to use its petrifying gaze. The mud
is deeper where it hides, so it only lifts half of its body from the muck to
make its attack hoping to draw prey in closer so it can suddenly raise its
other head from concealment and get an additional gaze attack against its
unsuspecting foes.

AMPHISBAENA BASILISK

XP 3,200

The Tome of Horrors Complete 700
N Medium magical beast

Init -2; Senses all-around vision, darkvision 60 ft., low-light
vision; Perception +16

CR7

AC 16, touch 8, flat-footed 16 (-2 Dex, +8 natural)
hp 95 (10d10+40)

Fort +13; Ref +5; Will +6

Immune flanking; Resist cold 10

Speed 20 ft.
Melee 2 bites +16 (1d8+7)
Special Aftacks goze

Str 20, Dex 6, Con 18, Int 2, Wis 13, Cha 11

Base Atk +10; CMB +15; CMD 24 (36 vs. frip)

Feats Blind-Fight, Great Fortitude, Iron Will, Skill Focus
(Perception), Weapon Focus (bite)

Skills Perception +16, Stealth +10

SQ split

All-Around Vision (Ex) An amphisbaena sees in all
directions at once due to its multiple heads. It cannot be
flanked.

Gaze (Ex) Turn to stone permanently (as flesh to stone),
range 30 feet, Fortitude DC 19 negates. A creature
petrified in this matter that is then coated (noft 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
1d3 Medium creatures in this manner. The save DC is
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Constitution-based.

Split (Ex) Each of the amphisbaena’s heads functions
independently of the other. If an amphisbaena is struck
by an edged weapon that deals half of its total hit
points in a single blow, it is cut in half, and the damage is
freated as nonlethal. An amphisbaena that is cut in half
continues to function normally (each with half its current
hit points) and reattaches its body together in 1d2

days. If an amphisbaena is struck by the decapitating
ability of a vorpal weapon, there is a 50% chance the
vorpal weapon merely splits the creature rather than
decapitating one of its heads. If this occurs, the vorpal
weapons damage for that strike is also considered
nonlethal. Decapitation does noft kill an amphisbaena
unless both heads are removed, though decapitation

of a head does not count as splitting the creature. An
amphisbaena that has been split cannot be split again
until it reattaches.

B2. Trenches (CR varies)

These muddy trenches are typically 10 feet deep and anywhere from
5-20 feet wide. After all these years of erosion most are little more than
vaguely defined ditches, but many still cut through the landscape in much
their original condition. The occupants of old lined them in many places
with palisade walls of hewn logs to ward off charging attackers and to
separate the trenches into discreet defensible sections, though most are
long since shattered or reduced to rotting heaps of mulch. The shattered
bases of many of the wooden towers still sit above these digs. Within
the trenches themselves are the remains of many dugouts — often half-
collapsed — where the soldiers of long ago slept or sheltered against
attack. Often the mud-encrusted bones of those who fought and died here
are visible in the muck alongside rusted and useless equipment. Entry was
usually gained by wooden ladders or steps cut into the embankments, but
most of these have deteriorated to uselessness. Fortunately the sides of
the trenches are fairly easy to climb, though slippery with mud, requiring
only a DC 15 Climb check. The front of the trenches, facing the city of
Tsar, were always set with fields of sharpened stakes to break up enemy
charges, but these have mainly been reduced to no more than a few rotten
stumps rising from the ground.

These trenches are the favorite places for those native to the Boiling
Lands to shelter. Anytime the party comes to one of these trenches, roll
for a random encounter. If the party elects to camp in one of the trenches
or travel its length double the frequency of random encounters. If the
encounter rolled is a natural event (i.e. acid rain, geysers, thin crust,
etc.), you can elect to ignore it as you see fit since there is no reason
why sheltering in a trench should increase the frequency of those types
of encounters.

B3. The Last Outpost

Rising above the system of trenches like a monument, is the one tower
that still remains intact after all these years. Of rough-hewn timbers
sharpened into fire-hardened points at the ends, this tower weathered many
battles in the war and now centuries of neglect but has not succumbed
to the deterioration of its fellows. The wooden walls of this tower still
bear the scars of many of these attacks including the final battle where
the defenders were slain to a man by a sudden surprise attack. It and the
surrounding length of trench now serve as the lair to a group of denizens
with an unusual degree of organization for this desolate region.

The walls of the tower are wet, mud-slick logs, still sturdy after all of
these years. At Areas B3-18, B3-20, and B3-21 the sharpened palisades
create a crenellated battlement, 4 feet high, providing cover to those who
stand behind it. Anyone attempting to climb over these sharpened logs
must make a DC 20 Acrobatics check to avoid accidental impalement on

their fire-hardened tips resulting in 1d6 points of damage and the need for
another Climb check to avoid falling.

Log Walls: 1 ft. thick; Hardness 5; hp 120; Break DC 30; Climb
DC 26.

Ceilings within the tower’s lower floor are 20 feet high and those above
are 8 feet high. All doors within are strong wooden doors, though none
have functioning locks. There are no light sources other than the many
arrow slits that allow in the outside illumination.

Bs-1. Trench Descent (CR 7)

A small spur of the trench system provides an easy ingress in the
form of a well-defined narrow stair cut into the wall of the trench
and reinforced with planks. Despite shifting in the planks and some
missing boards, it appears to have weathered the years well and
remains stable. Its base disappears into the thick muck of the trench
floor.

The floor of the trench is a foot deep in thick mud and, as with all of the
terrain here in the Boiling Lands, is considered shallow bog for movement
purposes. The mud stinks from all the contaminants and rotten carcasses
that have fallen into over the long years.

Creatures: This portion of the trench is defended by 6 toxic mudmen
who make their home in the thick mud. A product of the magical forces
and hideous poisons that have so scarred the Boiling Lands, they now
attack any who dare intrude upon their mud patch in this spur. They don’t
attack until someone actually steps foot into the mud, then one rises
and attempts to engulf with surprise while the rest fling globs to try and
slow intruders until they too can be engulfed. Fighting from the stairs is
considered to be on a sloped, slightly slippery narrow surface requiring a
+9 penalty to any Acrobatics DC.

TOXIC MUDMEN (6)
XP 600
hp 22 (See Monster Appendix)

CR2

Treasure: Deposited in the mud here and visible as little more than
a muddy lump in the corner noticeable with a DC 14 Perception check
is a victim who fell prey to the mudmen’s suffocating attacks. Anyone
scraping away the mud finds the fairly well-preserved body of a halfling
in padded armor. If magically questioned he reveals only his name
(Dinwiddy Tumblefoot) and that he left a caravan several months ago to
try his hand at adventuring). If you would like the party to be able to
resurrect the halfling, create stats for him as you see fit. Otherwise the
party is free to take his gear which consists of Small +1 padded armor, a
Small+2 shortspear, and a backpack holding a set of masterwork thieves’
tools, a 50 ft. coil of silk rope and a waterskin holding 4 doses of potion of’
cure light wounds (CL 5).

B3-2. Escalade Stairs (CR 4)

Each of these marks the location of a crude stair cut into the mud
and rock of the trench’s forward wall. These stairs looked out over the
battlefield and provided a position for guards to keep watch or for troops
to muster and ascend en masse for battle. The stairs have eroded badly and
now consist of little more than muddy lumps in the wall. However, they do
provide some assistance in climbing reducing the check to DC 10.

Creatures: Guarding the base of the stairs at each of these locations are
2 toxic mudmen. They attack any who dare enter their domain by trying
to engulf anyone who gets near enough.
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TOXIC MUDMEN (2)
XP 600
hp 22 (See Monster Appendix)

Bs-3. Defensive Platform (CR 7)

A wooden palisade of sharpened logs rises 10 feet above the
trench here providing cover for the side spur that allows entry to the
trench. At the lip of the trench a wooden platform protrudes from
the palisade providing a firing position for the loopholes in the log
wall. The soggy remains of a wooden ladder climb the 10 feet from
the trench floor to the platform above.

CR2

This defensive position provided cover for those entering the trench
at Area B3-1 and allowed archers to fire from cover behind the wall on
anyone approaching from the west. The palisade wall and platform are
still sturdy after all this time, though the wooden ladder will sag and break
if any weight is put on it. The only way to reach the platform is by flying
or climbing either up the earthen wall of the trench (DC 15 Climb check)
or around the palisade from above the trench (DC 20 Climb check).

Creatures: The mud in the trench below the platform is occupied by
2 toxic mudmen. They have formed a symbiosis of sorts with 3 ooze
mephits that dwell in the undercut embankment directly beneath the
platform. These creatures have learned to work together and respond
to intruders by helping the other group. Parties approaching from
the bottom of the trench are attacked by the mudmen who attempt
to engulf while the mephits fly out and alight on the platform to use
their breath weapon. If a party approaches from above, the mephits
emerge to do battle while the mudmen rise in the trench and hurl
mud globs.

TOXIC MUDMEN (2) CR2
XP 600

hp 22 (See Monster Appendix)

OOZE MEPHITS (3) CR3

XP 800
hp 19 (Pathfinder Roleplaying Game Bestiary “*Mephit,
Ooze")

Treasure: Tucked away beneath the platform the mephits have stashed
a mud-encrusted sack holding 45 sp and a spinel (45 gp).
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Bs-4. Dugout Shelter (CR 4)

A sagging wooden roof extends from the top of the trench over a
dugout that has been cut in its bank. The overhanging roof covers
about half of the trench providing a somewhat dry area for the
soldiers of the long ago war. The walls of the dugout have been cut
into shelves, most likely sleeping nooks, and the broken remnants
of crude camp chairs and tables still rest on the earthen floor.
The tattered edges of a wall map still hang listlessly from its iron
tacks, and a few shreds of netting once used to hold supplies and
equipment still dangle from the walls and rafters overhead. Where
the roof extends over the trench, the ground is dry, but beyond its
cover the trench floor is its typical morass of muck.

This dugout shelter indeed served as temporary accommodations for the
soldiers who once manned this trench. The floor under this area is not
considered shallow bog like that of the surrounding area. These broken
remains of a military camp do not hold anything of value or interest for
the characters.

Creatures: Hidden within the many nooks and crannies of this area are
hundreds of centipedes. Anyone searching the area disturbs these, and
they simultaneously emerge as a centipede swarm and attack anyone
present. They do not pursue beyond the dry ground beneath the shelter.

CENTIPEDE SWARM
XP 1,200

hp 31 (Pathfinder Roleplaying Game Bestiary "Centipede
Swarm”)

Bs-s5. Bubbling Morass (CR 8)

The wooden bulk of the tower rises above the trench here and
arches over it to form a shadowed tunnel of sorts. The log wall of
the tower rises to a height of 20 feet where it extends completely
over the trench. Above, on the west side of the trench, 10-foot-
tall, thick wooden columns support the tower’s western side. Light
filters through murder holes cut in the floor of the tower above.
The mud here at the bottom of the trench boils and bubbles like a
great cauldron. The foul odor of swamp gas hangs strongly in the
air here.

CR4

The bubbling mud is simply the result of a natural vent of the noxious
fumes that lie beneath the Boiling Lands. They cause no harm and the
mud itself is not hot or harmful. The mud is deeper — 4 feet — and is
considered a deep bog for movement purposes. It requires 4 squares of
movement to move into a square. Medium or larger creatures have cover,
and smaller creatures obtain improved cover (+8 bonus to AC, +4 bonus
on Reflex saves).

Creature: Lying in at the bottom of this morass is what is left of one
of Orcus’s subcommanders that died during an assault on this tower. He
now exists as a mohrg and waits hungrily for any unwary traveler to
pass by. He suffers the same movement penalties in the mud but ignores
cover provided by the mud to other creatures because of his unnatural
existence and affinity for his resting place. He remains crouched to receive
improved cover against his foes while he attempts to paralyze them and let
them drown in the soup.

MOHRG
XP 4,800
hp 91 (Pathfinder Roleplaying Game Bestiary “Mohrg”)

CR8

B3-6. Stakes (CR 3 or more)

The defensive stakes remain in this section of the trenches rising at an
angle to discourage charging attackers. Few enough remain that they easily
avoided unless a character is running or is involved in combat in which
case a DC 15 Reflex save is required to avoid an accidental impalement
dealing 1d6 points of damage.

Creatures: The soil of this region is infested by a cluster of 7 ankhegs.
Each round the party moves through this area there is a cumulative 10%
chance of attack by an ankheg. Each round of combat has a cumulative
20% chance of drawing another ankheg. This continues until the ankhegs
are all defeated or the characters leave the area.

ANKHEGS (7)
XP 800
hp 28 (Pathfinder Roleplaying Game Bestiary “Ankheg”)

CR3

B3-7. Broken Perimeter Fence

A palisade wall once blocked this portion of the trench but was shattered
in some attack of long ago. Now only the broken stubs of these logs
remain.

B3-8. Mud Marauder (CR 3)

The trench widens here to encompass part of the tower’s base,
circling around to the back side of the tower.

Creature: In case the monsters bursting from the ground and mud of the
trenches so far weren’t enough, here is one more. Lurking ethereally at
this junction is an ethereal marauder, a bipedal, lizardlike creature with
a tri-mandibled mouth lined with inward curving teeth. It waits here for
something more substantial than mudmen and undead to whet its appetite.
In its attack it appears to leap from the muddy wall of the trench and
retreat back there. The uninitiated may expend attacks and energy on the
embankment against what they believe to be a burrowing creature while
the marauder maneuvers for a better attack angle.

ETHEREAL MARAUDER

XP 800

N Medium magical beast (extraplanar)
Init +4; Senses darkvision 60 ft., low-light vision; Perception +7

CR3

AC 14, touch 11, flat-footed 13 (+1 Dex, +3 natural)
hp 11 (2d10)

Fort +3; Ref +4; Will +1

Defensive Abilities ethereal jaunt

Speed 40 ft.
Melee bite +4 (1dé+3)

Str 14, Dex 12, Con 11, Int 7, Wis 12, Cha 10
Base Atk +2; CMB +4; CMD 15

Feats Improved Initiative

Skills Perception +7, Stealth +7

Ethereal Jaunt (Su) An ethereal marauder can shift from the
Ethereal Plane to the Material Plane as a free action, and
shift back again as a move action (or as part of a move
action). The ability is otherwise identical to ethereal jaunt
(CL 15th).
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Bs3-9. Tower Entrance

This corner of the tower is undercut to form a covered patio
before the tower’s entrance. A heavy wooden column seems to
strain and bow slightly as it continues to support the tower’s weight
after all these years. The doorway leading into the tower’s darkened
interior is only partially obscured by the shattered remains of a
heavy ironbound door hanging on twisted hinges.

Despite the support’s appearance it is not in danger of breaking. The
battered remains of the door provide accurate foreshadowing of what
awaits within. A character with the Craft (carpentry) or Profession
(architect or engineer) skill can repair the door back to its condition as a
strong wooden door with a DC 12 skill check in an hour with the proper
tools. There is a —2 penalty on the check without the proper tools.

Bs-10. Undertower (CR 8)

This cavernous room carries the smell of death and the silence
of the tomb. Heavy squared columns support the ceiling in the
darkness overhead. Not even the squeak of a rat disturbs the
stillness.

This undercroft once served the defenders of the tower as a storage for
supplies and equipment as well as billeting for the troops. Its partially
subterranean construction creates an ever-present mustiness and chill.

The southeasternmost column is actually hollow and has a secret door
in its western face that can be located with a DC 25 Perception check.
Opening the secret door (which is stuck and requires a DC 15 Strength
check) reveals a shaft descending into the ground with an iron ladder
bolted to the far wall. The ladder does not rise above this level, and there
is no access to the levels above from here.

Creatures: This chamber is occupied by horrible undead creatures whose
bodies bear the poisonous taint of the tortured Boiling Lands. These are
5 poisonbearer ghouls that cling to the wooden columns 10 feet above
the ground using their Stealth checks (+8 circumstance bonus unless the
characters actively look upward). They use their Jump checks to jump down
and attempt surprise attacks on characters passing below. They resemble
ordinary ghouls with a greenish cast to their skin oozing sores and pustules
erupting from their flesh. There is not a ghoul on the hollow column.
POISONBEARER GHOULS (5) CR4
XP 1,200
Creature Collection Ill: Savage Bestiary 93
CE Medium undead
Init +2; Senses darkvision 60 ft.; Perception +11

AC 18, touch 13, flat-footed 15 (+2 Dex, +1 dodge, +5
natural)

hp 39 (6d8+12)

Fort +4; Ref +4; Will +7

Defensive Abilities channel resistance +2; DR 5/silver;
Immune undead traits

Speed 30 ft.

Melee bite +6 (1d8+2 plus paralysis, poison, and disease)
and 2 claws +6 (1d4+2 plus paralysis)

Ranged spit +6 touch (poison)

Special Attacks death spray, disease, paralysis (1d4+1
rounds, DC 15, elves are immune), poison

Str 15, Dex 15, Con —, Int 13, Wis 14, Cha 14

Base Atk +4; CMB +6; CMD 19

Feats Dodge, Mobility, Spring Attack

Skills Acrobatics +8, Climb +11, Intfimidate +11, Perception
+11, Stealth +11

Languages Common, Infernall

Death Spray (Su) The instant a poisonbearer ghoul is killed or
destroyed, pustules on its skin all burst simultaneously, so that
all creatures within 5 feet are exposed tfo its ghoul fever.
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 15;
onset 1 day; frequency 1 day; effect 1d3 Con and 1d3

Dex damage; cure 2 consecutive saves. The save DC is
Charisma-based. A humanoid who dies of ghoul fever rises
as a ghoul at the next midnight. A humanoid who becomes
a ghoulin this way retains none of the abilities it possessed
in life. It is not under the conftrol of any other ghouls, but it
hungers for the flesh of the living and behaves like a normal
ghoulin all respects. A humanoid of 4 Hit Dice or more rises
as a poisonbearer ghoul.

Poison (Sv) Spit (20 ft. range)—contact or bite—injury; save
DC 15; frequency 1/round 6 rounds; effect 1d4 Constitufion
damage and ghoul fever; cure 2 consecutive saves,
magical means must overcome SR 19. The save DC is
Charisma-based.

B3-11. Guard Room

This bare room is has a thin film of mud on the floor as a result of the
dust and dampness. A DC 12 Survival check identifies a hodge-podge of
footprints left by unshod humanoids with clawlike nails (poisonbearer
ghouls).

Bs-12. Stairwell (CR 7)

A stairway of planks and wooden poles for rails rises from the first to
the second floor here.

Creatures: There are a total of 3 poisonbearer ghouls between the
two levels of this room. Crouching in the shadows beneath the stairs
attempting to hide (Stealth +11) is one of the ghouls. The other two lurk at
the top of the stairs. Their tactic is to wait for a group to attempt to climb
the stairs and then attack from above and below. These ghouls howl with
rage as they attack to alert the other inhabitants of the tower.

POISONBEARER GHOULS (3)
XP 1,200
hp 39 (See Area B3-10)

Bs-13. Upper Hallway (CR 6¢)

A long, dark wooden corridor stretches the length of the tower. A
side passage branches off to the east. Arrow slits to the north and
south let minimal light into this coffinlike hallway. A strange sense
of unease seems to pervade the area, centered on the darkened
eastern branch.

CR4

Creature: Anyone looking down the eastern passage sees only a
dead-end passage with a single door opening onto it. However, a DC 18
Perception notices a faint luminescence at the end of the passage. This
grows and coalesces over the period of a round into the ghost of the tower’s
last commander, a dwarven fighter named Bashar. If the Perception check
was successful, roll initiative normally. If the Perception check was failed,
the creature’s appearance is a surprise.

When the tower fell the commander was slain in the fighting, and his
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body still lies in Area B3-14. The current inhabitants of the tower largely
avoid this area and have achieved an equilibrium of sorts with the ghost.
However, the incursion of the party has aroused it once again to expel all
invaders in the tower. Bashar appears as he did in life, an armored dwarf,
but a spear transfixes his chest and ghostly blood pours from his gaping,
beard-shrouded mouth. He immediately attacks and doesn’t cease while
anyone remains in the tower. The only way to put Bashar to rest is for his
bones to be buried with proper dwarven ritual (such as could be provided
by the dwarves at Area D6).

BASHAR
XP 2,400
Male dwarf fighter 5 (Pathfinder Roleplaying Game Bestiary
“Ghost")

CN Medium undead (augmented humanoid, dwarf,
incorporeal)

Init +5; Senses darkvision 60 ft.; Perception +10

CR 6

AC 14, touch 14, flat-footed 13 (+3 deflection, +1 Dex)

hp 46 (5d8+20)

Fort +7; Ref +2; Will +3 (+4 vs. fear); +2 vs. poison, spells, and
spell-like abilities

Defensive Abilities +4 dodge against giant subtype, bravery
+1, channel resistance +4, incorporeal, rejuvenation;
Immune undead traits

Speed fly 30 ft. (perfect)
Melee corrupting touch +6 (6dé, Fort DC 13 half) or draining
touch +6 (1d4 ability drain)

Special Attacks +1 on attacks against orc and goblin
subtypes, weapon fraining (axes +1)

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

Base Atk +5; CMB +6; CMD 19 (23 bull rush or trip)

Feats Cleave? Great Cleave, Improved Initiative®, Power
Attack®, Skill Focus (Perception), Weapon Focus (dwarven
waraxe)

Skills Appraise +0 (+2 metals or gems), Fly +9, Intimidate +11,
Perception +10 (+12 stonework), Profession (soldier) +10,
Stealth +9

Languages Common, Dwarven

SQ armor fraining 1

Bs-14. Forgotten Gaol

The stink of death is still faintly detectable even after all these
years. Lying just inside the door is a short, armored skeleton, a
broken spear protruding from the breastplate shrouded by the
skull’s flowing gray beard. The eastern half of the room has been
walled off with heavy iron bars running from floor to ceiling. A cell
door stands closed and locked in this wall of bars. Behind the bars
is another skeletal figure. This one is large and winged, a massive
vulturelike skull staring blankly into oblivion. A few dirty feathers
cling to this corpse, which still wears a set of iron shackles on its
bony wrists. A barred window looks out to the east.
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This chamber served as gaol for the tower to hold any prisoners captured
on the field of battle. One of the last was a badly wounded vrock. When
the tower fell, its commander, a dwarf named Bashar, fought the enemy
all the way to this room where he finally fell on a troll’s spear. However,
a counterattack by the Army of Light’s cavalry arrived and cleared the
enemy from the tower. The Great Retreat perpetrated by the disciples of
Orcus occurred shortly thereafter, so the tower was never reoccupied.
Abandoned with the tower was the wounded vrock who eventually died
alone and forgotten. The Bashar arose as a ghost as described in Area B3-
13. Anyone examining the first skeleton can easily identify it as a dwarf.
A DC 15 Knowledge (planes) can determine the other skeleton to be that
of a vrock. The key to the cell has long since been lost.

Iron Bar Cell Door: 3 in. thick bars spaced 6 in. apart;
Hardness 10; hp 90; Break DC 30; Disable Device 22.

Treasure: All of Bashar’s equipment remains on his corpse. It includes
a ruined breastplate, a masterwork heavy steel shield, a masterwork
dwarven waraxe, gold epaulettes signifying his rank of commander (25
gp each), and a pouch holding 26 sp and a jar of restorative ointment with
4 applications remaining. The vrock still bears the dimensional shackles it
wore when it was imprisoned.

B3-15. Master of the Tower (CR 10)

This series of chambers and passage is claimed as the quarters by the
new master of this tower who has managed to gather the ghouls together
and enforce some semblance of organization. The rooms themselves are
festooned with the dried viscera of past victims, like garlands at a festival.
The stench is overpowering. The arrow slits looking out onto the battle
platform and into central corridor are veiled by gauzy screens of cobweb
obscuring vision into the darkened rooms beyond. The door to each room
has been barred by the inhabitants and bears a Trap.

Barred Wooden Door: 2 in. thick; Hardness 5; hp 20; Break DC 27.

Trap: Behind each door is a wooden pole bent back and tied to release
into the doorway if the trap is activated. Cemented to these poles with dried
mud are the quills of a giant hedgehog that have been dipped in crawler
slime. If these traps hit the character’s Armor Class apply the higher save
DC for the greater concentration of poison being injected. If they hit only
the touch AC apply the lower save DC for simple contact. Disabling it
causes it to spring against the back of the door prior to opening, which
shatters its quills and renders it inoperable.

POISONED QUILL TRAP CR 8
Type mechanical; Perception DC 30; Disable Device DC 23

Trigger touch; Reset repair

Effect Atk +15 melee and melee touch (3d6+2 plus crawler
sime); Crawler Slime: Quills—injury or contact; save DC 20
(DC 13 if only touch attack succeeds); frequency 1/round
for 6 rounds; effect paralysis 2d4 rounds; cure 2 consecutive
saves.

In addition to the decorative features mentioned above, in the largest
room is a table upon which lie the recently butchered remains of a mature
slime crawler. Its carcass has been cut open to gain access to its slime-
producing glands at the base of its tentacles, which is used by some as a
poison. If anyone touches the slime that pools beneath this carcass, see the
stat block below for the effects of the crawler slime poison.

Creature: The tower’s master is a greater barghest called Tlolox who
has used the tower as a base to pick oft adventurers to feed on from the
trader road and the Camp for at least a century. He fights in a particularly
hirsute, giant goblinlike form, wearing armor and wielding his weapons.
Serving him in these chambers are 2 poisonbearer ghouls who follow his
commands without question.

TLOLOX

XP 3,200

Male greater barghest (Pathfinder Roleplaying Game
Bestiary "Barghest”)

LE Large outsider (evil, extraplanar, lawful, shapechanger)
Init +6; Senses darkvision 60 ft., scent; Perception +16

CR7

AC 26, touch 11, flat-footed 24 (+6 armor, +2 Dex, +9 natural,
-1 size)

hp 85 (?d10+346)

Fort +9; Ref +10; Will +10

DR 10/magic

Speed 30 ft.

Melee bite +9 (1d8+3) and spear +15/+10 melee and melee
touch (2dé+9/x3 plus poison) or greataxe +15/+10 (3d6+9/
x3), or bite +14 (1d8+6) and 2 claws +14 (1dé+6)

Space 10 ft.; Reach 10 ft.

Spell-like Abilities (CL 9th):

At will—blink, invisibility sphere, levitate, misdirection
1/day—charm monster (DC 16), crushing despair (DC 16),
dimension door

Str 23, Dex 15, Con 19, Int 18, Wis 18, Cha 18

Base Atk +9; CMB +16; CMD 28 (32 vs. trip)

Feats Combat Casting, Combat Reflexes, Improved
Initiative, Great Fortitude

Skills Acrobatics +10, Bluff +16, Climb +11, Diplomacy +16,
Intimidate +16, Perception +16, Sense Motive +16, Stealth
+12, Survival +16, Swim +11

Languages Infernal, Goblin, Worg

SQ change shape (goblin or wolf, polymorph)

Gear breastplate, spear, greataxe

Poison (Ex) Crawler Slime: Spear—injury or contact; save DC
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20 (DC 13 if only touch atftack succeeds); frequency 1/round
for 6 rounds; effect paralysis 2d4 rounds; cure 2 consecutive
saves.

POISONBEARER GHOULS (2)

XP 1,200

hp 39 (See Area B3-10)

Ranged light crossbow +6 (1d8/19-20 plus poison)
Gear light crossbow, 10 crossbow bolts poisoned with spif

CR4

Tactics: The ghouls wait in the northern room and the barghest waits
to the south. The ghouls fire their crossbows on any out on the platform
at Area B3-16 or who enter the corridor between the rooms. The
ghouls coat these crossbow bolts with their own spittle. The barghest
stabs through the arrow slit with his spear at any who come in range
or attempt to enter through the door to the ghoul’s room. His spear is
coated in crawler slime, so on a successful hit the character must save
versus the higher DC due to the concentration of the poison. However,
even on a miss, if the spear’s attack roll succeeds at a melee touch, then
the character must save versus the lower DC from coming into contact
with the poison. Tlolox then charges in from behind to attack any who
enter the ghouls’ room. Likewise, the ghouls come to his support if his
chamber is breached. All fight with a bloody frenzy until slain, confident
in their ultimate victory.

Treasure: Against the southern wall of the barghest’s chamber
is what appears to be a huge sack composed of folds of oily human
flesh. Confirming its origins is a fat, jowly humanlike head crowning
it, eyeballs removed and jaw broken so that the mouth gapes like a
cavernous hole. This is the remains of a fatling the barghest caught and
killed. Identifiable by the PCs with a DC 15 Knowledge (dungeoneering),
a fatling is an aberrant humanlike creature cursed by the gods due to its
own cruel gluttony to be repulsive masses of oily, sweaty, foul-smelling
flesh rolls. The creature’s arms and legs have been removed by Tlolox,
as have its innards. The arm and leg stumps have been sewn shut. The
barghest now uses it as a grotesque treasure sack by reaching down its
gaping throat to recover the items deposited in its abdominal cavity.
Stored within the flesh sack are four pearls in a oilcloth sack (100 gp
each), a set of horseshoes of zephyr, three brown jugs (one holds urine,
one holds potable water and one holds a potion of neutralize poison—
all smell equally foul), and a pair of bejeweled calfskin gloves (1,200
gp) — though to recover these items requires a DC 13 Fortitude save to
avoid becoming nauseated for 1 round.

Further perils exists in the form of the 6 lard worms, 10-inch worms
with serated beaks that live deep in the folds and recesses of a fatling’s
flesh, feeding off of the unwholesome substances that accumulate there.
These still inhabit the abdominal cavity, ignored by the barghest who
has proved impervious to their attacks. They attack with surprise anyone
who attempts to recover the treasures stored in the fatling carcass.

LARD WORMS (6)

XP 100

Creature Collection 123

N Diminutive vermin

Init —1; Senses darkvision 60 ft.; Perception +0

CR1/4

AC 13, touch 13, flat-footed 13 (-1 Dex, +4 size)
hp 4 (1d8)

Fort +2; Ref —1; Will +0

Immune vermin traits

Speed 5 ft., climb 5 ft., swim 10 ft.

Melee type +1 (1 plus paralysis)

Space 1 ft.; Reach O ft.

Special Attacks paralysis (1d4+5 rounds, DC 10)

Str 3, Dex 8, Con 10, Int —, Wis 10, Cha 1
Base Atk +0; CMB -5; CMD 1
Skills Climb +7, Stealth +15, Swim +7

B3-16. Defensive Platform

A palisade battlement surrounds this platform providing cover from
below, and arrow slits look out from the tower in case this position should
ever be overrun. Four murder holes have been cut into the floor of the
platform so defenders can rain missiles and rocks on enemies that make
it into the trench below. Ground level is 10 feet below this point, and the
floor of the trench lies 20 feet below.

B3-17. Tower Stair (CR 4)

A wooden stair climbs the interior of this tower from the second floor all
the way to the tower top 40 feet above. Arrow slits open off the stairs at
regular intervals. Eight feet above the floor, a door opens onto the parapet
at Area B3-18. The stair climbs another 32 feet ending at a trap door
leading to Area B3-19. The stairs here are damp and slippery, and there is
no railing. If combat occurs, an Acrobatics check is required to balance to
avoid falling down the central shaft of the tower. The stairs are considered
a slightly slippery, narrow surface (DC 7).

Creature: A single poisonbearer ghoul guards this stairwell. It lurks
just above the door to Area B3-17 but attacks any that enter from either
level with its longspear.

POISONBEARER GHOUL

XP 1,200

hp 39 (See Area B3-10)

Melee longspear +6 (1d8+2/x3) or bite +6 (1d8+2 plus
paralysis, poison, and disease) and 2 claws +6 (1d4+2 plus
paralysis)

Gear longspear

CR4

Bs-18. Parapet

This simple platform is surrounded by a palisade battlement and
provides a good view of the trenches and the battlefield. A sloping log
roof, slippery with moisture, slopes down toward Area B3-16 eight feet
below. The ground is 18 feet below this platform.

Bs-19. High Tower (CR 1)

This high point provides an excellent vantage point over this
portion of the Boiling Lands, though the view is obscured by the
omnipresent steam clouds that hang over the landscape. A single
catapult rests in the center, and a wooden palisade battlement
surrounds the platform. Strangely the catapult appears to be in good
shape despite the constant wetness. The moving parts are new and
well oiled, and it stands taut in a cocked position as if ready to
fire at any moment upon the ghosts of enemies from long ago. A
wooden beam extends from the corner of the tower with the ancient
remains of block and tackle used to haul up the catapult’s heavy
ammunition from the ground below.

There is no ammunition for the catapult up here, but Tlolox the barghest
has maintained it in ready condition as part of a Trap. The ground is
about 50 feet below with the trench bottom another 10 feet beyond that.
The beam is still sound, but the pulley is cracked and rotten and the rope
disappeared long ago, so the block and tackle is no longer operational.

Catapult Snare Trap: The catapult is locked in a position to fire, and
a snare has been attached to its firing arm and disguised with a thin layer
of muck on the floor. Anyone stepping in the marked square activates the
trap and risks being caught in the snare. Those caught by the snare when
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the catapult fires are whipped forward and down on the sharpened logs of
the forward battlement with considerable force.

CATAPULT SNARE TRAP CR1
Type mechanical; Perception DC 20; Disable Device DC 14

Trigger location; Reset manual, automatic
Effect thrown onto sharpened logs (4dé); DC 20 Reflex
avoids

Bs3-20. Tower Cellar (CR 3)

The iron ladder descends 20 feet down a shaft into a chamber
roughly dug from the rock and soil. Three thick wooden columns
have been erected to support the earthen ceiling only 7 feet above.
The smell of rot and wastes makes breathing in this hole nauseating.

This once served as the emergency bolt-hole for the tower garrison,
though it never actually saw use.

Creature: It was recently discovered by the doppelganger who still
remains in the room, hiding in the southern corner of the room behind one
of the columns disguised as an ancient human male. He is unshod wearing
only the tatters of studded leather armor that barely covers him modestly.
His face is a map of creases and age spots, and a wild mane of bone white
hair covers his head. His eyes are wide and bloodshot, his teeth brown
and broken. His nails are long and cracked, encrusted with grime. Behind
him on the floor is a small pile of dead beetles, many partially eaten. He
cowers and squints when exposed to any light source. He is posing as a
member of the tower garrison that has somehow miraculously survived
all these years.

DOPPELGANGER

XP 800

hp 26 (Pathfinder Roleplaying Game Bestiary
“Doppelganger”)

CR3

Tactics: The doppelganger feigns fear at first, so require Diplomacy
checks by the party in their efforts to communicate with him. Regardless
of their success or failure, eventually the doppelganger begins talking to
them in fits and spurts of chatter and screaming. In his ranting he speaks
of the tower coming under attack by Tsar and fleeing here to hide from
the demons. He claims to have survived eating the worms and vermin
burrowing in the walls of this chamber and fingernail scratchings in the
walls lend veracity to the claim. Actually he entered the tower while the
ghouls were roaming and found the cellar only to be trapped when they
returned. He uses his disguise as a crazed survivor in hopes of catching
the party in vulnerable position when he can secretly kill and trade places
with one of them, letting the others believe the insane man fled in the
night.

B4. Mass Grave (CR 8)

The ground is sunken here over a large area forming a shallow pit
some 40 yards in diameter. Mixed with the muck and debris of this
pit are piles upon piles of skeletal remains. There are hundreds if
not thousands of bodies thrown in this pit and haphazardly buried
long ago. You stand on the brink of a great charnel dump.

This is a mass grave created by the Army of Light long ago when the
mounting casualties from the horrific magical and plague-spawned attacks
became too great for them to properly recover and inter. Rather, they dug
this huge pit and dumped thousands of dead soldiers into it in order to try

and prevent the spread of plague. Many such graves cover the battlefield
of the Desolation, but this one has been exposed by geological unrest in
the Boiling Fields. No valuables were intentionally left with the bodies,
though something could have always been missed by the burial detail.
Feel free to add whatever trinkets you like if the party chooses to search
through these skeletal remains.

Creature: Though there is, perhaps surprisingly, no conventional
undead among the corpses here, that does not mean that the area is
devoid of danger. While none of the corpses has found animation in all
this time, the spirits of the many soldiers struck down by the unnatural
attacks of the disciples of Orcus have combined to form a conglomerate
undead embodying the horror and agony they suffered. Now the pit
is inhabited by an advanced spirit of the plague that attacks any
who linger in the vicinity of the mass grave for more than 5 rounds.
This creature resembles an incorporeal, amorphous mass of dripping
corruption.

ADVANCED SPIRIT OF THE PLAGUE

XP 2,400

Advanced-HD spirit of the plague (Creature Collection
Revised 185)

NE Medium undead (incorporeal)

CR 6
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Init +5; Senses darkvision 60 ft.; Perception +21

AC 14, touch 14, flat-footed 13 (+3 deflection, +1 Dex)
hp 119 (14d8+56)

Fort +7; Ref +7; Will +9

Defensive Abilities incorporeal; Immune undead traits

Speed fly 20 ft., (good)
Melee plague touch +12 (plague)

Str —, Dex 13, Con —, Int 10, Wis 10, Cha 16

Base Atk +10; CMB +11; CMD 24

Feats Ability Focus (plague), Alertness, Improved Initiative,
Lightning Reflexes, Skill Focus (Stealth), Toughness, Weapon
Focus (plague touch)

Skills Fly +22, Perception +21, Sense Motive +21, Stealth +24

Plague (Su) Anyone touched by the plague touch of the
plague spirit is exposed to the disease that it carries. A
new save against this disease must be made each time
the individual is fouched, though the effects of multiple
failed saves do not stack. The plague carries by the spirit
of the plague is a particularly virulent form that affects the
victim immediately rather than after the normal incubation
period. Bubonic plague: Plague touch—contact; save Fort
DC 22; onset immediate; frequency 1/day; effect 1d4 Con
damage and 1 Cha damage and target is fatigued; cure 2
consecutive saves. The save DC is Charisma-based.

Bs. Minefield (CR 8)

A wide expanse extends, unbroken by the geysers and trenches
otherwise typical of the plain, toward the dark walls of the city
some miles distant. The bare ground here is dry and interrupted
in places by craters as if by the impact of explosive missiles. The
omnipresent clouds of mist do not extend to this area of the plain.

The ground here is firm and dry causing no movement penalties, unlike
the boggy terrain elsewhere in the Boiling Lands. In this no-man’s land
the wizards of the Army of Light created an extremely effective deterrent
against attacks by the forces in the city. They seeded several miles of the
plain with reverse gravity mines. The craters are the result of some of
these mines being activated in the past. See the Magic Items Appendix
for details on these mines.

The mines are buried under a foot of soil and one activates if anything
size Small or larger comes within 10 feet of its position. This includes
flying creatures that come within 10 feet of the surface where one of these
mines is located. While the party is in the area designated on the map as
part of the minefield, they have a 10% chance per round of stumbling
within range of one of these mines. If the characters spread out, they
become subject to these chances separately. Characters can seek refuge
in the 40-foot-diameter craters, but these craters are not spaced closely
enough together to provide a safe route across the minefield. These mines
cannot be detected by conventional Perception checks or find traps, but
spells like detect magic, dispel magic, and augury or a ring of x-ray vision
can be used to locate or disable individual mines. The northeast road out
of Tsar has likewise been mined, so it does not provide any safe passage.

When a mine is activated the reverse gravity aftects all within a 20-foot-
radius. The activation causes the layer of soil and rock atop the mine to
explode upward inflicting 1d6 points of bludgeoning damage on anyone in
the area of effect. The rocks and anyone in the area are thrown 60 feet into
air at which time the reverse gravity ends sending all tumbling back to the
ground. Anyone without the means to arrest their fall suffers 6d6 points of
damage followed by 3d6 points of additional bludgeoning damage from
the debris raining to earth once again.

B6. Geyser Cluster

This location is the most geothermally active in all of the Boiling Lands.
Here a series of small geysers erupt almost continually creating a perpetual
cloud of mist that reduces visibility to 5 feet and provides concealment to
everyone while within the area of the map. A gust of wind can temporarily
clear the air in the area of effect for the spell’s duration. Surrounding these
plumes of steam are many pools of scalding water and boiling mud. The
never-ending whoosh of the geysers and boiling of the pools imposes a
—10 penalty to all Perception checks to listen while in this area.

Each geyser on the map is a small round fissure in the muddy soil and
erupts randomly every 1d3 rounds. The eruptions last for a full round
when they occur. It is impossible to time the eruptions to pass over them
without possible incident. The geysers are relatively small, extending
their plumes only 50 feet into the air and only creating damaging fallout
from their scalding waters within a 5-foot radius. Anyone struck by this
scalding steam takes 2d6 points of fire damage. Anyone actually coming
into contact with the geyser plume itself suffers 1d6 points of bludgeoning
damage from the water pressure and 4d6 points of fire damage.

Marked on the map are several pools of boiling water and mud. These are
typically 5 feet deep at the edges and 10 feet deep near the center. Some
have active geysers disguised beneath their bubbling surfaces. Anyone
coming into contact with the water or mud of one of these pools takes 1d6
points of fire damage. Immersion inflicts 3d6 points of fire damage per
round of exposure. In the case of mud, it encases an immersed character
and continues to cause fire damage even after exiting the mud pool. This
damage is 2d6 points in the first round after leaving the pool and 1d6
points of damage in the second round. After that the mud has cooled
sufficiently to no longer cause damage. This damage can be prevented by
washing the hot mud from the character’s body.

B6-1. Break in the Mists

Read the following description whenever the party approaches this area.
If they approach from the south or circle from another side around to the
south, read the italicized portion.

This portion of the Desolation is extremely active with geysers. A
perpetual cloud of yellowish haze smelling strongly of rotten eggs
hangs over the landscape ahead. There must be dozens of geysers
clustered in a relatively small area continuously erupting to create
this constant cloud of swirling mist. An errant breeze parts the
mist momentarily providing a view into the area’s interior. There,
through an apparently safe pass between two pools of boiling mud,
is some sort of construct. It looks like two large pieces of wood
driven into the ground and crossed to form a giant letter “X”.
Something appears to be hanging on it. Just as quickly, the mist
swirls back into place once again obstructing your view.

Arandom wind gust parted the mists long enough to provide a tantalizing
glimpse into Area B6-2. No other gusts occur to provide this view a
second time.

B6-2. Warning to Merikrel (CR 6)

Two boiling pools of mud bracket the entrance to this area. Beyond is a
clearing with a boiling pool of water to the north and an apparent passage
around it to the northeast between the water’s edge and a string of geysers.
Embedded into the ground are two wooden beams scrounged from the
battle ground. They are crossed at the center and secured to gather with
large spikes to form an “X” shape. Dangling from this cross by spikes
through its hands and feet is a crucified skeleton. It bears only the tattered
remnants of clothing and nothing of value. A successful DC 20 Knowledge
(planes) check identifies the skeleton as that of a fiendish hobgoblin.
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This gruesome display is all that remains of an apprentice to the conjurer,
Merikrel. It was left here as a warning to its former master by the soul eater
at Area B6-7. After killing the fiendish hobgoblin, the soul eater scouted
the battlefield for the wood and spikes to erect this grisly warning here.

Creatures: Inhabiting the mud pools on either side of the entry to this
area is a total of 4 toxic mudmen (2 in each pool). Whenever anyone
attempts to pass between the pools, the mudmen attack with their thrown
globs. Anyone within 5 feet of the edge of one of the pools is subject to
an engulf attack. The mud globs cause an additional 1d6 points of fire
damage due to the heat of the mud in the pool. Anyone engulfed by a
mudman is treated to fire damage as if he had become immersed in the
mud pool as described under Area B6 above. The mudmen are inured to
the heat of the pools.

TOXIC MUDMEN (4)
XP 600
hp 22 (See Monster Appendix)

CR2

Ad Hoc XP Adjustment: Because of the difficulty in fighting the
mudmen in this encounter and their increased damage, award an additional
10% XP for defeating them.

B6-3. Geyser String (CR 7)

Creatures: The four geysers here are occupied by 4 steam mephits.

Whenever the party reaches this area, the geysers all erupt simultaneously
at the mephits’ behest. They emerge with the geysers’ eruptions and
immediately swarm to attack the party. As they emerge they use their
blur ability. One leads off the attack by creating its rainstorm and trying
to catch as many PCs in it as possible while the others attack with their
breath weapons. Each round, another one uses its rainstorm ability until
all have expended the ability for the day. If three are killed, the fourth
retreats back into the bowels of its geyser sanctuary.

STEAM MEPHITS (4)

XP 800

hp 19 (Pathfinder Roleplaying Game Bestiary “Mephit,
Steam”)

B6-4. Thin Crust (CR 3)

At the area designated on the map the open path passes between two
pools of boiling mud. However, at this point the ground is little more than
a thin crust that has formed atop a portion of the boiling mud pool that
passes directly beneath. Any weight over 20 Ib. stepping onto this area
breaks through and lands in the mud below. The mud is 5 feet deep and
immersion causes the same damage as mentioned under Area B6 above.
It is difficult to climb out through this brittle crust requiring a DC 16
Strength check for each 5 feet moved towards the pool’s edge. A rope
thrown by another character alleviates the need for the Strength check to
make the move, but the character can still only move as if in a deep bog

CR3
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(4 squares of movement for each square moved). A successful DC 25
Perception check or detect snares and pits can identify the ground for the
brittle crust it truly is.

B6-5. Abandoned Nursery (CR 3)

Don’t read the boxed text until the characters are within 5 feet of the
pool.

A small pool of muck and ooze lies before you. Some sort of
grotesque shriveled worm, over 4 feet long with tiny little stumps
of legs and tentacles growing at its throat, lies in the pool and
twitches feebly.

Creature: This small mud pool is not boiling and was once used as
a nursery for the immature larvae of a colony of slime crawlers. One
of those larvae is the worm still twitching in the pool. The nursery was
compromised recently, so the crawlers no longer use it. The slime crawler
in the pool is dead and partially digested by the slithering tracker
engulfing it. Its twitching comes from the spasmodic movements of the
creature. It was the slithering tracker that compromised the nursery and
is currently digesting the final slime crawler but happily abandons its
meal to pursue the fresh plasma of the party. The snakelike, protoplasmic
mass of the slithering tracker is transparent, so a DC 17 Perception check
is necessary to realize it is anything more than part of the mud pool. It
tries to attack anyone approaching within 5 feet with surprise to engulf a
character.

SLITHERING TRACKER

XP 800

The Tome of Horrors Complete 558

N Small ooze

Init +4; Senses blindsight 60 ft.; Perception +8

CR3

AC 15, touch 11, flat-footed 14 (+4 natural, +1 size)

hp 47 (5d8+25)

Fort +6; Ref +1; Will +1

Defensive Abilities ooze traits, sealed mind, fransparent

Speed 10 ft.,, climb 10 ft.

Melee slam +6 (1d4+3 plus paralysis)

Special Attacks engulf, paralysis (1d4 hours, DC 17, also
when struck by unarmed atftacks or natural weapons),
plasma drain

Str 14, Dex 10, Con 21, Int 10, Wis 10, Cha 1

Base Atk +3; CMB +4; CMD 14 (can't be tripped)

Feats Improved Initiative, Skill Focus (Perception), Skill Focus
(Stealth)

Skills Climb +10, Perception +8, Stealth +16

Engulf (Ex) A slithering fracker can engulf a paralyzed foe up
to one size larger than itself as a standard action. It cannot
make a slam attack during a round in which it engulfs. The
slithering tracker merely has to move into a space occupied
by a paralyzed creature, completely covering it.

An engulfed opponent is subjected to the slithering
fracker’s paralysis and plasma drain, and is considered to
be grappled and trapped within its body.

A slithering fracker only uses this ability against a paralyzed,
sleeping, or otherwise helpless opponent.

Plasma Drain (Ex) A slithering fracker drains the body fluids
from an engulfed opponent. Each 5 minutes an opponent is
engulfed, it takes 1 point of Constitfution damage. Because
it takes a long time to completely drain a foe, a slithering
fracker generally only uses this ability against a paralyzed,
stunned, held, or sleeping opponent.

Sealed Mind (Ex) Even though a slithering tracker has an
Intelligence score, it is immune to all mind-affecting effects
(charms, compulsions, phantasms, patterns, and morale
effects) just as other oozes are.

Transparent (Ex) A slithering fracker is hard to identify, even
under ideal conditions, and it takes a DC 15 Perception
check to notice one. Creatures who fail fo notice a slithering
tracker and walk into it are automatically hit with a slam
attack and subjected to the creature’s paralysis attack.

B6-6. Crawler Nursery (CR o)

Don’t read the boxed text until the party is within 5 feet of the pool.
The slime crawlers are resting in the muck alongside the path as the party
approaches. Make opposed Perception checks versus the slime crawlers’
Stealth checks. The crawlers get a +10 bonus to their Stealth check for
being partially buried in a thin layer of muck.

The path ends at an expansive pool of mud. Writhing in the
shallows at the edge of this mud pool are wormlike creatures —
several feet long with vestigial legs and tentacles at their throats.
They appear to respond to your presence as they begin wriggling
toward you.

Unlike many of the other mud pools in the area, this one is comfortably
warm. Only at the extreme western edge does the temperature get hot
enough to begin to boil. In the shallows of this pool, a colony of slime
crawlers has created a nursery for their larva. The nutrient rich muck in
addition to any carrion the crawlers manage to drag back serves to nourish
their brood.

Creatures: Dwelling in the pool are 6 larval slime crawlers, segmented
worms with stumpy legs and four tentacles that sprout below their toothy
maws. Their skin is perpetually coated in a layer of oily slime from
glands beneath the base of their tentacles. They instinctively move to
attack any characters that approach their nursery. Likewise concealed in
the muck of the boggy ground approaching the pool are 5 mature slime
crawlers. These resemble their larval brood save that they have grown to
large proportions with fully developed legs, and tentacles that extend that
extend much farther than on their immature kin. The mature worms are
not covered in slime; instead it is concentrated on their tentacles and bears
a paralytic quality for disabling prey. They move to flank and attack with
surprise any characters that have approached the pool without noticing
them.

LARVAL SLIME CRAWLERS (6)

XP 400

The Tome of Horrors Complete 556
N Medium aberration

CR1
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Init +2; Senses darkvision 60 ft., scent; Perception +8

AC 15, touch 12, flat-footed 13 (+2 Dex, +3 natural)
hp 5 (1d8+1)
Fort +1; Ref +2; Will +3

Speed 20 ft., climb 10 ft.
Melee tentacles +1 (1d3+1 plus grab) and bite +1 (1d4+1)
Special Attacks constrict (1d3+1)

Str 12, Dex 14, Con 12, Int 1, Wis 12, Cha 6

Base Atk +0; CMB +1 (+5 grapple); CMD 13 (can't be
fripped)

Feats Skill Focus (Perception)

Skills Climb +9, Escape Artist +8, Perception +8

SQ slippery

Slippery (Ex) A slime crawler exudes a thin, oily film from the
glands beneath its mouth that leaves a slug-like trail behind
it as its moves. A creature stepping in a space covered with
this slime must succeed on a DC 11 Reflex save or slip and
fall prone. The slime remains in the area for 1d2 hours before
losing its potency. The save DC is Constitution-based.

MATURE SLIME CRAWLERS (5)

XP 1,200
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N Large aberration

Init +2; Senses darkvision 60 ft., scent; Perception +10

CR4

AC 17, touch 11, flat-footed 15 (+2 Dex, +6 natural, -1 size)
hp 19 (3d8+6)
Fort +3; Ref +3; Will +5

Speed 30 ft.,, climb 15 ft.

Melee 4 tentacles +3 (1d4+2 plus paralysis) and bite +3
(1d6+2)

Space 10 ft.; Reach 5 ft. (10 ft. with tentacles)

Special Attacks paralysis (2d4 rounds, DC 13)

Str 14, Dex 15, Con 14, Int 1, Wis 15, Cha 6

Base Atk +2; CMB +5; CMD 17 (can’t be tripped)
Feats Combat Reflexes, Skill Focus (Perception)
Skills Climb +14, Perception +10

B6-7. The Legacy of
Merikrel (CR 7)

A DC 10 Perception check in this area detects a faint metallic squeaking
sound coming from the north. Don’t read the boxed text until the party is
within 5 feet of the golem.

A shadow looms in the mist as you approach. At the edge of
a large boiling pool, a large humanoid shape lies half-sunken
at a crazy angle in the mud. It must be a least 12 feet tall and
resembles a heavily armored giant, though even its face is
composed of iron plate. It is pitted with rust and coated with
slime and appears to be badly deteriorated. The wrist of its one
exposed arm twitches feebly with a grating metallic sound as if
it strives vainly to reach you.

This metal monstrosity is a half-buried iron golem. Its condition is so
badly degraded that, though it remains animate, it is completely immobile
and unable to attack. It is basically an inert pile of rust waiting for time
and the conditions to complete its destruction. This construct once served
as the personal guardian of the wizard Merikrel, a follower of Akbeth and
member of the Army of Light. It was left behind when Merikrel left the
field of battle and has waited through the ensuing centuries for its master
to return while it has slowly succumbed to the hostile conditions.

Creature: Waiting in the mists over the pool is a soul eater that was
summoned long ago by Merikrel to slay a high-ranking cleric of Orcus
holed up in the city during the siege. The soul eater entered the city in
search of its prey only to find the cleric slain in battle shortly before its
arrival. Enraged — as its kind is wont to be — the soul eater returned
to destroy its summoner for the affront. Having learned of the cleric’s
death through scrying, Merikrel knew the soul eater would be returning to
attack him. Merikrel retreated to the cover of this geyser cluster with his
apprentice Lyrranbach and his iron golem guardian. The soul eater made
short work of Lyrranbach, and in a panic Merikrel plane shifted to the
Astral Plane to escape, leaving his golem behind to deal with the outsider.
Unfortunately, Merikrel was unlucky enough to appear amidst a daemon
war party which quickly captured him and imprisoned him in a hidden
citadel on the Astral. The wizard still languishes in his timeless prison to
this day, never growing older and unable to escape. Unable to locate the
summoner since he fled to another plane of existence, the soul eater set up
its vigil waiting for Merikrel to return. It was smart enough to not engage
the golem, and over time the patiently waiting golem succumbed to the
elements and stopped being a threat to the soul eater. Now the creature
waits here for its summoner’s return so it can complete its mission to kill
him. Unfortunately, based on Merikrel’s current fate the wait could be
very long indeed. It happily attacks anyone who shows up out of the sheer
boredom of its existence. The creature is little more than an inky, black
cloud with long, clawed arms extending from it and the faintest semblance
of eyes within.
SOUL EATER CR7
XP 3,200
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N Medium ouftsider (extraplanar)

Init +6; Senses darkvision 60 ft., find target; Perception +17

AC 25, touch 17, flat-footed 18 (+6 Dex, +1 dodge, +8
natural)

hp 75 (10d10+20)

Fort +9; Ref +13; Will +3

DR 10/magic; Immune critical hits, paralysis, poison, sleep,
stun

Speed fly 100 ft., (perfect)
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Melee 2 claws +16 (1d6+1/19-20 plus 1d6 Wis damage)
Special Attacks soul drain, Wisdom damage

Str 13, Dex 22, Con 14, Int 12, Wis 11, Cha 11

Base Atk +10; CMB +11; CMD 28

Feats Alertness, Dodge, Flyby Attack, Improved Critical
(claw), Weapon Finesse

Skills Diplomacy +13, Fly +18, Intimidate +13, Knowledge
(planes) +14, Perception +17, Sense Motive +16, Stealth +19
(+29 in darkness, smoke, or concealment), Survival +13
Languages telepathy 100 ft.

SQ link to caster

Find Target (Sp) When ordered to find a creature, a soul
eater does so unerringly, as though guided by

discern location. The being giving the order must have seen
the creature to be found and must know the target’'s name.
This ability is the equivalent of an 8th-level spell.

Link to Caster (Ex) When a soul eater is summoned to the
Material Plane, it creates a mental link between itself and
the caster who summoned it. If a soul eater’s victim (i.e., the

creature it is summoned to slay) is killed before the creature
can devour its soul, the soul eater returns at full speed to the
caster and aftacks him. Likewise, if a soul eater is defeated
in battle (but not slain) by its target, the creature refurns

to the caster and attacks him. So long as both the caster
and soul eater are on the same plane of existence, the soul
eater can successfully locate the caster (again as though
guided by discern location). If the caster leaves the plane,
the link is femporarily broken. Once the caster returns, or
the soul eater enters a plane the casteris on, the link is
immediately restored.

Soul Drain (Su) When a soul eater slays a foe, it devours the
victim’s soul. Such a creature cannot be returned to life by
any means save a deity’s intfervention.

Wisdom Damage (Su) A creature hit by a soul eater’s claw
attack must succeed on a DC 17 Fortitude save or take
1dé points of Wisdom damage. The save DC is Constitution-
based. A creature brought to Wisdom 0 dies.

Treasure: The soul eater has kept the items it took from Lyrranbach’s
corpse. These have been deposited at the center of the boiling pool.
Anyone braving its depths and its geyser eruptions can find the small
cache with a successful DC 23 Perception check. The surviving treasures
include a +1 anarchic punching dagger, a headband of vast intelligence
+2, and a pear! of power (3rd).
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Chapter 7:
The Dead Fields

While the Boiling Lands sustained an equal brunt of the fighting during
the Battle of Tsar, no region of the Desolation saw a deployment of troops
in greater numbers or more bloodshed by the conventional means of claw
and sword than did the Dead Fields. What were once rolling fields of
grain and crops and occasional copses of trees became a hotly contested
no-man’s land of the dead. Countless charges and marches crushed the
vegetation underfoot. The battle lines shifted and moved back and forth
as the fortunes of war changed. The ground was so hotly contested and so
perilous that eventually corpses created a virtual carpet for miles. In many
places the bodies stacked high, unclaimed by either side in their fervor to
continually press the battle.

Today the Dead Fields exist as a hardened plain of bare rock, thin
soil, and brittle bones. While not as arid as the Ashen Waste, it is still
susceptible to the occasional bone storm when the winds are just right.
The entire brown expanse is dotted with gleaming white patches where
bones and bone fragments protrude from the hard earth, and every step in
this region produces a crunch as these remains are reduced to powder and
white flakes underfoot. Amidst the many dead are the skeletal remnants
of many siege weapons. Rolling towers, covered rams, armored battle
wagons, and crude breastworks dot the plains and hills, all in extremely
poor repair.

The mass of abandoned bodies produced several incidents of plague that
swept through both sides of the conflict during the war, and to this day
spontaneously generated undead still arise and stumble through the nights
with alarming frequency. Despite its name, the Dead Fields are never truly
at rest.

The Dead Fields

Like in the Boiling Lands above, some of the heaviest fighting occurred
in the southwestern quadrant nearest the city walls. As a result this region
has become known as the Dead Fields. This area once served as the bread
basket for the temple-city and its outlying holdings. Great fertile fields
of grains stretched for miles across the land. When war came, hordes of
troops and cavalry regiments thundered across its expanse trampling the
fields flat.

The crushed crop stacked up with the multitude of corpses that fell
atop them. This close to the embattled walls of the city, the bodies
remained unclaimed by either side. It was too close to the enemy for
either side to gather their dead from the field. As a result, as the weeks
progressed and clashes continued, the living more and more fought atop
the remains of the dead. The corpses and ruined fields created a morass
of death that both armies marched across to do battle and occasionally
encountered spontaneously generated undead rising from the unburied
fallen. Sickness and plague arose from this stinking mire striking both
sides of the conflict and was invariably blamed upon the clerics among
their opponents. By the end of the Battle of Tsar when both armies
withdrew, there remained only this muddy field of death festooned with
the corpses and bones of the fallen. The ground dried into a hard crust
still littered with bones and became known as the Dead Fields.

For random encounters while the party ventures through the Dead Fields,
consult the Dead Fields Random Encounter Tables below. Encounters
should be rolled on these tables once every three hours or whenever a
combat occurs that lasts more than 3 rounds. Ignore weather-related or

The Dead Fields Daytime
Random Encounter Table

d% Encounter
01-06  Acid Rain
07-10  1d6+6 Ghoul Wolves
11-13  Bone Storm
14-17  2d6 Dread Ravens
18-20  1d2 Babau Demons
21-26  1d2+1 Blight Wolves
27-33  1d6 Ghouls

34 Lesser Nabasu Demon
35-43  2d10 Skeletons

44 Clay Golem
45-47  1d2 Wights
48-50  Mohrg
51-54  1d3 Ghasts
55-00 No Encounter

The Dead Fields Nighttime
Random Encounter Table

d% Encounter
01-08  Acid Rain
09-14  1d6+6 Ghoul Wolves
13-15  Bone Storm

16-20  1d3 Babau Demons
21-24  1d2 Blight Wolves
25-30  1d12 Ghouls
31-33  Lesser Nabasu Demon
34-42  2d10 Skeletons
43-46  1d4 Wights
47-49  1d4 Allips

50-53  1d6 Ghasts

54-57  1d4+1 Wraiths
57-60  1d6+5 Vargouilles
61-62  Dread Wraith
63-00  No Encounter

stationary encounter results when rolling following 3 rounds of combat.
Use the day or night tables as needed.

Acid Rain: See The Ashen Waste in Part 2—The Ghosts of Victory.
Allips: See The Ashen Waste in Part 2—The Ghosts of Victory.

Babau Demons: See The Ashen Waste in Part 2—The Ghosts of
Victory.
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Blight Wolves: These twisted creatures have only appeared on the
Desolation within the last hundred years. Exactly what spawned them is
unknown, but they seem to only be encountered in the Dead Fields. They
are amalgam creatures with the dark, furry head of a wolf, and a lupine,
back-scaled body. Cruel talons tip their paws, and batlike wings sprout
from their shoulders. Their scaly tails end in an iron-hard barbed tip. The
have eyes like pools of blackest night and their howls sound like winds
blowing from the netherworld.

BLIGHT WOLF

XP 2,400

Creature Collection Revised 21

CE Large magical beast

Init +4; Senses darkvision 60 ft., low-light vision, scent;
Perception +9

CR 6

AC 22, touch 14, flat-footed 17 (+4 Dex, +1 dodge, +8
natural, -1 size)

hp 84 (8d10+40)

Fort +11; Ref +10; Will +2

DR 2/—; Immune mind-affecting effects, paralysis, nonlethal
damage

Speed 90 ft., fly 60 ft. (poor)

Melee 2 claws +10 (1dé+3), bite +10 (2dé+3 plus poison),
and tail slap +5 (1d8+1) or tail slap +10 (1d8+4)

Space 10 ft.; Reach 5 ft. (10 ft. with tail slap)

Special Attacks chilling howl

Str 16, Dex 18, Con 20, Int 5, Wis 10, Cha 3

Base Atk +8; CMB +12; CMD 27 (31 vs. trip)

Feats Combat Reflexes, Dodge, Mobility, Spring Attack, Skill
Focus (Perception)®

Skills Fly +3, Perception +9 Stealth +6

Chilling Howl (Su) Blight wolves can emit a baleful howl

as a standard action once per day that strikes terror in

any who hear it. Victims must succeed on a DC 19 Will

save or become panicked for 1dé rounds. They can only
do this howl! during the hours of darkness. The save DC is
Constitution-based.

Poison (Ex) Bite—injury; save DC 21; frequency 1/round

for 10 rounds; effect 1d3 Constitution damage; cure 3
consecutive saves. The save DC is Constitution-based with a
+2 racial bonus included.

Bone Storm: See The Ashen Waste in Part 2—The Ghosts of Victory.
These storms are not as harsh and the dust not as fine as in the Ashen
Waste, so they do not carry the danger of suffocation like they do in that
more arid region.

Clay Golem: A single berserk clay golem, a siege construct whose
master died in battle, wanders the Dead Fields looking for something to
smash. It attacks anything that moves. Strangely at night it lies dormant
until dawn.

CLAY GOLEM
XP 9,600

hp 101 (Pathfinder Roleplaying Game Bestiary “Golem,
Clay”)

CR10

Dread Ravens: These malevolent carrion birds fly over the Dead Fields
in search of new flesh to feast upon. Anything that seems too lively is
subjected to a barrage of spells from a safe height. There is a 10% chance
than any flock of dread ravens encountered is serving as spies for the
master of the Crooker Tower in the ruined city. If so, they merely swoop
low for a good look at travelers before flying away to report to their
master, only retaliating if attacked. It is up to you to decide what effect, if
any, their spying has on the game.

DREAD RAVEN

XP 600

Creature Collection Revised 63
NE Small magical beast

Init +3; Senses darkvision 60 ft., low-light vision; Perception
+10

CR2

AC 16, touch 14, flat-footed 13 (+3 Dex, +2 natural, +1 size)
hp 13 (2d10+2)
Fort +4; Ref +6; Will +2

Speed 10 ft., fly 80 ft. (average)

Melee 2 talons +6 (1d3-2) and peck +6 (1d4-2)

Spells Known (CL 3rd, ranged touch +6):

st (5/day)—grease (DC 11), magic missile, shield

0 (at will)—acid splash, daze (DC 10), disrupt undead, ghost
sound (DC 10), ray of frost

Str7,Dex 17, Con 12, Int 10, Wis 14, Cha 11
Base Atk +2; CMB -1; CMD 12

Feats Eschew Materials®, Weapon Finesse
Skills Fly +7, Perception +10, Stealth +8
Languages Auran

Dread Wraith: See The Ashen Waste in Part 2—The Ghosts of Victory.

Ghasts: Unlike their less-intelligent kin, these travel in smaller numbers
hoping to surprise and ambush potential meals in their existence of eternal
hunger. If a way is found to communicate with one, it might let slip their
one of their kind went “civilized” not long ago and now plays with his
food before he eats it (see Area 15 of The Camp in Part I—The Edge of
Oblivion).

GHAST

XP 600

Pathfinder Roleplaying Game Bestiary “Ghoul”
CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +9

CR2

AC 18, touch 14, flat-footed 14 (+4 Dex, +4 natural)

hp 17 (2d8+8)

Fort +4; Ref +4; Will +7

Defensive Abilities channel resistance +2; Immune undead
fraits

Speed 30 ft.

Melee bite +5 (1dé+3 plus disease and paralysis) and 2
claws +5 (1d6+3 plus paralysis)

Special Attacks paralysis (1d4+1 rounds, DC 15), stench (10-
ft. radius, DC 15)

Str 17, Dex 19, Con —, Int 17, Wis 18, Cha 18

Base Atk +1; CMB +4; CMD 18

Feats Weapon Finesse

Skills Acrobatics +6, Climb +8, Disguise +9, Perception +9,
Sense Motive +9, Stealth +9, Swim +5

Languages Common

Ghoul Wolves: See The Ashen Waste in Part 2—The Ghosts of Victory.
Ghouls: See The Ashen Waste in Part 2—The Ghosts of Victory.

Lesser Nabasu Demon: Sce The Ashen Waste in Part 2—The Ghosts
of Victory.

Mohrg: Some of the vilest offenders who died upon the plain have
come back not as skeletons but as mohrgs. They hide among their lesser
brethren, remaining stationary upon the ground until someone wanders by
within striking distance or stops to rest nearby. They try to blend in with
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the many bones that lie in the dust. A successful DC 15 Perception check
notices their unusual visceral growths from a distance of 20 feet, alerting
the traveler that all is not as it seems.

MOHRG
XP 4,800
hp 9?1 (Pathfinder Roleplaying Game Bestiary “Mohrg”)

CR8

Skeletons: These creatures seem to spontaneously generate from among
the countless number of unburied dead that still lie on the field, bones
bleaching in the sun. They wander aimlessly attacking all who come near
unless rounded up by someone more powerful who puts them to work for
his own nefarious ends.

HUMAN SKELETON
XP 135
hp 4 (Pathfinder Roleplaying Game Bestiary “Skeleton”)

CR1/3

Vargouilles: See The Ashen Waste in Part 2—The Ghosts of Victory.

Wights: These undead walk the Dead Fields with an angry grudge
against all who live. They look like sun-darkened, wind-dried corpses,
their tendons standing out in their leathery flesh. Sometimes they serve
more powerful undead.

WIGHT
XP 800
hp 26 (Pathfinder Roleplaying Game Bestiary “Wight")

CR3

Wraiths: See The Ashen Waste in Part 2—The Ghosts of Victory.

Fixed Encounters

The encounter areas of the Dead Fields begin with a “D” and are
followed by a numeral designating the specific encounter. Different
areas in the encounters are designated by a hyphenated number
following the “D” and the numeral. For example the Old Wagon Road
is identified as D4-1.

Dr. Life after Death (CR 8)

A single leathery wing rises high into the air like a malignant sail.
Ahead is the ponderous bulk of a massive dragon, lying on its side,
its scales a dull, charcoal gray. It lies on the ground completely
still. One wing extends skyward, locked into its current position. Its
other wing is curled beneath its bulk at an awkward angle. Its skull-
like head stares vacantly ahead into eternity. The carrion stench
floating on the breeze is horrifying.

This is the corpse of an old black dragon named Karkuune, once a
powerful inhabitant of the ruins of Tsar (Slumbering Tsar: Temple-
City of Orcus for further details). It has been dead for six days, and its
decomposition is quite advanced. Despite its obvious condition, there is
no clue as to what killed this magnificent predator other than the trail of
blood and bile dried around its lips and on the ground around its maw.

Creatures: The fate of this dragon still remains a threat to the party.
Recently the dragon feasted upon some carrion in the Desolation and
unknowingly swallowed a gore beetle swarm in its nest. The dragon
made it this far before suffering from the resultant acute gastric distress.
In extreme pain it landed in a crumpled heap and died soon after as the
gore beetles consumed its vital organs. Now it is nothing more than a
massive bloated sac serving as the gore beetle swarm’s new nest. Anyone
approaching within 20 feet of the corpse catches the swarm’s notice.
It bursts forth from the corpse, the hide splitting and disgorging the
beetles in a disgusting display of viscera, and swarms toward the nearest
character. Gore beetles are armored insects the size of a small dog whose
heads have four composite eyes and sawlike mandibles.

GORE BEETLE SWARM

XP 4,800

Creature Collection Revised 89

N Tiny vermin (swarm)

Init +1; Senses darkvision 60 ft.; Perception +0

CR8

AC 18, touch 13, flat-footed 17 (+1 Dex, +5 natural, +2 size)
hp 136 (16d8+64)

Fort +14; Ref +6; Will +5

Defensive Abilities half damage slashing and piercing
weapons, swarm traifs; Immune vermin fraits

Speed 90 ft., climb 90 ft.

Melee swarm (4dé)

Space 10 ft.; Reach O ft.

Special Attacks distraction (DC 22), gas sacs

Str 2, Dex 13, Con 18, Int —, Wis 10, Cha 2
Base Atk +12; CMB —; CMD —
Skills Climb +9

Gas Sacs (Ex) Gore beetles shunt waste gases from their
digestive processes into a series of sacs located underneath
their armor. When threatened they vent this gas once per
day as a free action, affecting anyone within 10 feet. Those
within the area of effect must make a DC 22 Fortitude

save or suffer from nausea for 1d4 rounds. The save DC is
Constitution-based.
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D2. The Bone Collector
(CR 6)

Creature: Hiding amidst the scattered remains of warriors long past is
a bone lord, a colony of small fungal organisms that knit a pile of loose
bones together into a random conglomeration with a kind of communal
intelligence. It has collected a number of more recent bones from many
humanoids into its mass and is virtually indistinguishable from the older
bones covering the ground around it. Only a DC 23 Perception check
notices the fresher bones, perhaps betraying a slight movement, before it
lunges up at a passing party member.

BONE LORD

XP 2,400

Creature Collection Revised 23

NE Large aberration

Init +4; Senses darkvision 60 ft.; Perception +20

CR 6

AC 18, touch 9, flat-footed 18 (+9 natural, -1 size)
hp 90 (12d8+36)

Fort +9; Ref +4; Will +13

Immune polymorph; Resist cold 20

Weaknesses vulnerability to fire

Speed 60 ft.

Melee multiple claws +12 (1d8+4)
Space 10 ft.; Reach 10 ft.

Special Attacks multiple claws

Str 18, Dex 10, Con 164, Int 9, Wis 20, Cha 5

Base Atk +9; CMB +14; CMD 24 (can't be fripped)
Feats Blind-Fight, Diehard, Endurance, Great Fortitude,
Improved Initiative, Skill Focus (Stealth)

Skills Climb +19, Perception +20, Stealth +17

SQ alter anatomy

Alter Anatomy (Ex) As an immediate action, the bone lord
may alter the form of its conglomeration each round with

a successful DC 15 Dexterity check in order to take best
advantage of the surrounding ferrain. The bone lord may
do this in order to pass through small openings, stretch

over chasms (up to 20 feet), or flatten itself fo gain total
concealment in tall grass, efc. It is up to you to determine
the effectiveness of what the bone lord may attempt.
Multiple Claws (Ex) In combat, the bone lord is capable

of manifesting numerous natural weapons from its bony
stockpile to fight its enemies. These consist of fanged maws,
claws, or sharpened bones, though all are considered
claws. At the beginning of combat, the bone lord manifests
1d4 of these claws to attack with, and each round another
is manifested and added fo its attfacks up fo a maximum
number equal to the bone lord’s Hit Dice.

D3. Restless Warrior
(CR p)

The rolling hills of this area are strangely devoid of the bony remains
you have seen elsewhere. Instead a fine white powder seems to coat the
terrain, smoothed into an even surface. A faint grating rumble comes to
your ears and begins to grow louder.

These hills serve as the eternal demesne of one survivor of the long-
ago war. At the height of the battle, the engineers and wizards of the two
armies sought to create ever more effective means of deploying troops
in combat and destroying enemy ranks. Massive shield walls and flame-
throwing artillery pieces were developed and used on the field of battle
with varying degrees of success. One of the most successful and durable
creations, however, was the battlehulk. Part armored troop carrier, part
assault platform, and part troop-smashing battle ram, the battlehulk was a
construct built to disrupt troop formations and leave a swath of destruction
in its wake, crushing into powder anything that happened to get in the
way.

Creature: Not many battlehulks were made because of their great
expense and lengthy construction time. Those that were made served
well in battle for the Army of Light and became particular targets of
the disciples’ of Orcus attacks in order to remove their threat from the
battlefield. As a testament to their extreme durability, a functioning
battlehulk still exists here following its last command to destroy anyone
not bearing a banner of the Army of Light. The only remaining intact
specimens of such banners can be found in a few museums in Bard’s
Gate and once important capital cities of centuries ago. If anyone should
be able to procure such an item or a reasonable facsimile (Knowledge
[history] DC 30 to be able to recreate), the battlehulk ceases its attack and
ignores those bearing such a standard. It will not follow commands, its
command words having been lost long ago.

BATTLEHULK
XP 25,600
hp 177 (See Monster Appendix)

CR13

Tactics: The battlehulk arrives over the crest of a hill 50 feet away 2
rounds after the party first notices the noise of its approach. It immediately
accelerates and attacks with its crush or ram and flails with its slams
at those standing in range. The hills are gentle slopes only, and do not
interfere with the movement of characters or the battlehulk. Once the
battlehulk has sighted targets, it pursues relentlessly until destroyed or its
quarry escapes through means such as flight, invisibility, or climbing the
nearby mountain face. After disengaging, the battlehulk makes its way
back to this spot, the location of its final programmed orders.

Da4. Firebase of the
Damned

This is a small, flat-topped hill rising above the plain. Its top is no
more than 15 feet higher than the land around it, but the sides are very
steep and gravelly (DC 15 Climb check). Only the south face descends
at a gradual slope. This natural high point served as an artillery
emplacement for the Army of Light to fire their heaviest catapults
onto enemy troops with heavy stones and more esoteric, exploding
ordinance. One of many firebases, this is the only such position that
wasn’t overrun and destroyed at some point or other during the battle.
Near the end, when the Army of Light tightened its noose around the
besieged city, the disciples of Orcus wanted to eliminate this field
artillery as a threat by preventing it from being moved within range of
the city walls. To accomplish this, a single wizard flew invisibly one
night above the hill and encompassed it within several circle of death
spells killing all of the artillerists and soldiers defending the position.
Shortly thereafter the followers of Orcus made their dramatic escape,
and the Army of Light gave pursuit, abandoning any attempts to reuse
the abandoned catapults.

This hill top is visible from a mile distance in any direction, and it is
obvious that there is some sort of construction atop it. The nature of this
construction is not evident until observers come within a quarter mile of
the hill. Anyone approaching from the south or east comes across the faint
traces of the wagon road.
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D4-1. Old Wagon Road

The faint tracery of a road here takes on a more obvious aspect as
it begins rising from the ground on an incline up towards the top of
the low hill ahead. Where it reaches the crest of the hill, the road
seems to be partially blocked by some sort of palisade wall. To the
side of the road the ancient remains of a wagon lie half-buried in
the hard soil. Two of its broken-spoked wheels point skyward. The
skeletal remains of at least one, or possibly two, draft horses or
oxen still lie in their traces, likewise partially buried in the ground.

The road rises gradually to the defended entrance to the fire base. When
the evil wizard unleashed his circle of death spells the wagon was just
leaving the fortified position after delivering a load of ammunition to
the artillerists. All such deliveries were made under cover of darkness
to avoid surprise attacks by the enemy, but such precautions availed this
wagoner not. The driver and horses were immediately slain by the fell
magic and the wagon tumbled over the edge of the roadway and down
the embankment where it has rested to this day. The driver’s skeleton is
barely visible beneath the wagon, almost completely buried by long years
of wind and weather. While the party may suspect some undead danger
here, it is in fact nothing more than it appears.

D4-2. Guarded Road (CR 11)

Here where the small hillock is lowest and accessed by a
wagon road, a palisade of sharpened logs has been erected to
bar access. The logs are planted in the ground about 4 feet high,
pointing outward at a 45 degree angle. Ropes once bound them
together providing further reinforcement, but those have long
since rotted away causing the once-solid barrier to shift and
lose its cohesiveness, though it is still an effective impediment
to approach. Where the road passes through this barrier, there
was probably once a moveable gate, now nothing more than a
haphazard stack of more logs.

Constructed when the fortunes of war had turned in favor the Army of
Light, the artillerists never feared a concentrated attack on this position,
though a surprise cavalry charge was always a danger. Construction
upon a steep-sided hilltop prevented much of that threat, but this barrier
served to close up the remaining vulnerability posed by the gently sloping
southern flank. Though the log wall has degraded seriously, it still makes
an effective barrier. Because of the extreme angle of the outward angled
logs and the sloping ground below, it requires a DC 20 Climb check to
surmount. Any attempt to do so requires a DC 23 Acrobatics check to
avoid impalement, which deals 1d6 points of piercing damage. If struck
while attempting to cross this barrier, the character must make another
Acrobatcis check to avoid falling backward off the barrier and taking the
damage. Jump checks to go over the wall suffer a —4 penalty because of
the angled logs.

The narrow entrance is partially blocked by stacked logs 4 feet high
requiring a DC 10 Climb check to surmount and has no chance of
impalement. It causes no penalties to Jump checks.

Creatures: Though they didn’t fear a concerted attack, a small garrison
was assigned here to hold the position against any possible assault until
reinforcements could arrive. That entire garrison was slain by the wizard’s
spell. Now they exist as 20 juju zombie spearmen who still guard their
positions to this day. They resemble regular zombies, but their skin is gray
and as tough as hardened leather, and small pinpoints of crimson fire glow
in their eyes. They wear breastplates and use longspears. They crouch
behind the barrier with readied actions waiting for anyone to approach.
Being undead they have limitless patience. Anyone coming within range
of their reach weapon is subjected to attack as they rise and stab over the

wall. They gain cover from the wall (not calculated into their AC). Though
determined, they are not very imaginative. They respond to intruders from
other parts of the hilltop, so a diversion could be used to draw them away
from this position and allow entry at this point.
JUJU ZOMBIE SPEARMEN (20) CR3
XP 800

Male human juju zombie fighter 3 (The Tome of Horrors
Complete 750)

NE Medium undead (augmented humanoid)

Init +7; Senses darkvision 60 ft.; Perception +2

AC 22, touch 13, flat-footed 19 (+6é armor, +3 Dex, +3
natural)

hp 40 (3d10+18)

Fort +5; Ref +4; Will +1

Defensive Abilities channel resistance +4; DR 5/magic and
slashing; Immune cold, electricity, magic missile, undead
traits; Resist fire 10

Speed 30 ft.
Melee longspear +9 (1d8+7/x3) or slam +8 (1dé+7)

Str 20, Dex 16, Con —, Int 4, Wis 10, Cha 14
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Base Atk +3; CMB +8 (+10 sunder); CMD 21 (23 vs. sunder)
Feats Alertness, Cleave®, Improved Initiative®, Improved
Sunder®, Power Attack®, Toughness®, Weapon Focus
(longspear)

Skills Climb +14, Jump +6, Percepftion +2, Ride +4, Sense
Motive +2

Languages Common

SQ armor fraining 1

Gear breastplate, longspear

D4-3. Ruins

The walls of an ancient adobe building rise here. It is roofless and gutted,
nothing more than a bare shell of a building. Though hastily constructed
to serve as quarters for the troops garrisoned here, the walls themselves
have weathered the years well and stand 7 feet tall. Only an open doorway
breaks their continuity. There is nothing of interest here, though it could
serve as a reasonably sheltered campsite for travelers if the undead are
dealt with.

D4-4. Watchtower

Four wooden stumps rise from the ground here forming a square. Each
has broken off a few feet above the ground. To the east of the stumps are
the partially buried timbers and beams of a tower that once stood here but
succumbed to the elements long ago. From atop this tower spotters once
surveyed the effectiveness of artillery barrages and gave instructions for
adjusting fire.

D4-5. Artillery Emplacement
(CR120r14)

Aridiculous caricature of life plays out before you. Three massive
siege engines — onagers — stand on this level field. All are cocked
back in their armed position, and crews of corpses man them. At
each of these machines great ogre zombies lift heavy rocks and
place them in the tatters of the onagers’ slings. The rocks of course
fall straight through to the ground, but none of the artillery crews
seem to notice. Instead the ogre zombies simply pick the rocks up
and replace them on the nearby ammunition piles. One leathery
human corpse takes a sighting along the weapon’s firing arm and
then steps back. Another then pulls the release lever. Of course all
of the ropes and cables that once operated these machines have
long since fallen prey to the long years, so the catapults remain
inert. Another corpse begins turning the crank to once again cock
the siege engine even though the crank no longer functions but
instead spins uselessly. Then an ogre zombie drops another heavy
rock through the weapon’s sling and the process is repeated.

Creatures: These are the massive engines of war that the disciples of Orcus
wanted to prevent being used against the walls of their city. These huge
machines could hurl 500-1b. boulders nearly a mile and reduce walls to rubble
or shatter troop formations. They are still manned by their crews consisting of
atotal of 18 juju zombies and 3 ogre zombies. The ogre zombies were already
dead when the wizard came, and were used as laborers. The juju zombies are
all that remain of the artillerists. Unlike the ogres who are truly mindless,
the juju zombies only pretend to mindlessly follow their programming after
they have noticed the party. Instead they wait for the party to approach within
striking distance before suddenly charging to attack. Once battle is joined the
mindless ogres likewise catch on and join in the fight. The juju zombies groan
in anger at the living, so unless they are somehow silenced the guards at Area
D4-2 hear any battle and come over to join in after 3 rounds.

JUJU ZOMBIES (18)

XP 800

Male human juju zombie fighter 3 (The Tome of Horrors
Complete 750)

NE Medium undead (augmented humanoid)

Init +7; Senses darkvision 60 ft.; Perception +2

CR3

AC 22, touch 13, flat-footed 19 (+6 armor, +3 Dex, +3
natural)

hp 40 (3d10+18)

Fort +5; Ref +4; Will +1

Defensive Abilities channel resistance +4; DR 5/magic and
slashing; Immune cold, electricity, magic missile, undead
traits; Resist fire 10

Speed 30 ft.
Melee longsword +9 (1d8+5/19-20) or slam +8 (1d6+7)

Str 20, Dex 16, Con —, Int 4, Wis 10, Cha 14

Base Atk +3; CMB +8 (+10 sunder); CMD 21 (23 vs. sunder)
Feats Alertness, Cleave®, Improved Initiative®, Improved
Sunder®, Power Attack®, Toughness®, Weapon Focus
(longsword)

Skills Climb +13, Jump +5, Perception +2, Ride +3, Sense
Motive +2

Languages Common

S$Q armor fraining 1

Gear chainmail, longsword

OGRE ZOMBIES (3)

XP 600

(Pathfinder Roleplaying Game Bestiary *Ogre, Zombie™)
NE Large undead

Init —1; Senses darkvision 60 ft., low-light vision; Perception +2

CR2

AC 14, touch 7, flat-footed 15 (+4 armor, -2 Dex, +3 natural,
-1 size)

hp 33 (6d8+6)

Fort +2; Ref +0; Will +5

DR 5/slashing; Immune undead traits

Speed 30 ft.

Melee greafclub +8 (2d8+9) or slam +8 (1d8+9)
Ranged javelin +1 (1d8+6)

Space 10 ft.; Reach 10 ft.

Str 23, Dex 6, Con —, Int —, Wis 10, Cha 10
Base Atk +4; CMB +11; CMD 19

Feats Toughness®?

SQ staggered

Gear hide armor, greatclub, 4 javelins

D4-6. Munitions Stores (CR 10)

The remains of an old adobe structure still stand here. Half of the
building has crumbled and is gone, but their other half stands and
even has part of a roof covering its shadowy interior. Metal shards
and splinters cover the ground on what was once the floor of this
building.

This building once served as storage for special munitions for the onagers.
A delivery wagon had just dropped off a load before the artillery crews
were slain, so this building was left full. The metal slivers are fragments
of heavy brass canisters that once held special explosive ordinance. Some
were smashed when the roof collapsed and others deteriorated over time
from exposure. Fortunately the incendiary mixture had also deteriorated
and become inert. However, at the back of the building are three of the
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large brass canisters that are still intact. They are no longer durable enough
to be used as missiles, but they can easily be opened to find five intact
flasks of still-volatile alchemist’s fire in each.

Creature: Unfortunately for the party, these canisters are not all that
has remained intact in this building. Because of the fragile nature of these
canisters the artillerists trusted only the steadiest of hands to carry them.
To this end they kept a clay golem to guard the munitions and carry them
to the catapults when necessary. It is standing in the shadows at the back
of the building next to the intact canisters. It attacks anyone not wearing
the uniform of the old Army of Light. If it goes berserk it smashes one
of the canisters causing the effects of all five flasks within breaking to
anyone within the area of effect. One canister exploding does not detonate
the others since they are largely fire proof.

CLAY GOLEM
XP 9,600
hp 101 (Pathfinder Roleplaying Game Bestiary “Golem, Clay”)

Ds. Carrion Birds (CR 12)

Something must be dead or dying based on the flight of carrion
birds you see circling in the sky not far ahead. Three large vultures
make long, lazy circles in the air, patiently awaiting the inevitable
result of the age-old drama playing out on the ground below. There
at the very edge of your sight in the broken terrain is a huddled
form, moving only slightly — obviously wounded.

CR 10

Lying on the ground 250 feet in front of the party is a wounded dire
wolf. Its fur is blood covered and marked by great slashes. Unless the
party has magical means of sight, they will have to get within 50 feet of
the wolf to have a clear view of it. It wandered down from the northern
hills and was separated from its pack before falling prey to some of the
Desolation’s own predators. It is incapable of attacking and will die in a
few hours if not tended.

Creatures: The true threats in this area are the vultures, for they are
actually 3 vrock demons from the city of Tsar. It was they who actually
attacked the wolf and are now cruelly waiting for it to die of its wounds.
They fly with their arms and legs tucked up against their body 500 feet in
the air. Their body positions, in combination with a simple optical illusion,
give them the appearance of normal vultures flying at a lower altitude.
However, a successful DC 25 Knowledge (nature) check notices that they
aren’t, in fact, vultures or any ordinary type of bird. If that observation
is successful, then a DC 20 Knowledge (planes) recognizes them for the
demons they are.

VROCK DEMONS (3)

XP 6,400

hp 112 (Pathfinder Roleplaying Game Bestiary “*Demon,
Vrock™)

Spell-like Abilities (CL 12th)

At will—greater teleport (self plus 50 Ib. of objects only),
felekinesis (DC 18)

1/day—heroism, mirror image, summon (level 3, 1 vrock 35%
or 2d10 dretches 35%)

CR?¢

WOUNDED DIRE WOLF
XP 800

hp 37, currently =1 (Pathfinder Roleplaying Game Besfiary
“Wolf, Dire")

CR3

Tactics: If the players converge to examine the wounded dire wolf, the
vrocks, sensing an opportunity for more fun and mayhem, begin to slowly
descend towards the party hoping to avoid notice. Unless someone is
actively watching the vrocks, this subtle lowering is not noticed without

a DC 30 Perception check (check each round). When the vrocks have
reached an altitude of 160 feet they attempt to summon dretches, which
then rain down on the party below. The dretches are unlikely to survive
the fall, but these malicious entities do attempt to cause as much harm
as possible as they die. Allow each dretch to make a single ranged touch
attack at a —4 penalty. Success means they have struck a character with
their bulk dealing 4d6 points of bludgeoning damage. They ignore the dire
wolf in favor of more lively targets. The vrocks follow this by swooping
in to attack. If the party does not approach the wolf, the vrocks continue
their circles for now but keep on eye on which direction the party travels.
They then attempt to follow the party and attack at night after they have
camped. Determine if the vrocks are successful in following the party
based on how far the party traveled and what precautions they may have
taken to prevent discovery of their camp (a campfire is a dead giveaway,
though).

SUMMONED DRETCH DEMONS (varies)

XP —

hp 18 (Pathfinder Roleplaying Game Bestiary “"Demon,
Dretch”)

CR—

Development: If the dire wolf is cured and offered food and water it
will bond with any character doing so and can become a faithful animal
companion. Even if its presence is not wanted, if healthy it will attempt
to follow its benefactor at a distance only stepping in if the benefactor is
badly injured or incapacitated. In that case it rushes in to stand protectively
over the character baring its fangs in a threatening manner to any who
approach. This can create a sticky situation for any allies who wish to help
their fallen comrade requiring them to make a successful wild empathy
check to turn its unfriendly attitude to friendly or make a DC 30 Handle
Animal check..

Ad Hoc XP Award: Slaying the wounded dire wolf earns no XP, but
successfully befriending it earns XP as if it had been defeated in battle.

D6. Embattled Dwarves

A small mound rises from the plain. It appears to be somewhat
fortified at the top, and a stair has been cut in the side on the south
face. Just west of the mound is a large excavated pit surrounded
by fresh piles of dirt. Between the excavation and mound is what
appears to be a pile of debris. Short stocky, bearded figures labor in
the excavation with pick and shovel. More stand as sentries atop the
mound, crossbows at the ready.

At this location a band of dwarves has set up camp and begun an
excavation. They work on the excavation during the day and huddle in the
defensive works atop the hill at night. If the party approaches visibly in a
nonthreatening manner during the day, the dwarven sentries hail them in a
friendly manner and invite them to the base of the mound while all of the
dwarves gather around. If the characters are violent or approach at night
they are met with crossbow bolts and dwarven curses.

These dwarves hail from a dwarven kingdom of the Stoneheart
Mountains. Centuries ago their king, Kroma, led the allied dwarven clans
of the Stonehearts to join the Army of Light in the Battle of Tsar. King
Kroma fell upon the field of battle. His body was never recovered, and
most of the dwarves were lost when they joined in the great pursuit of the
disciples of Orcus. Now all these years later the dwarves of Kroma’s clan,
led by one of his own descendants, has returned to the ancient battlefield
to recover the bones of their beloved king and bring them home to rest in
the halls of his fathers.

The leader of these dwarves is the thane of a clan that has lost much
influence and power since the days of his ancestor Kroma. He hopes to
reverse the fortunes of his failing house by reclaiming Kroma’s bones
and removing what he sees as a mark of shame on his house for the
abandonment of their dead. Clan tradition held that King Kroma was lost
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on the field of battle just west of a low hill in this area of the Desolation.
They located this site three weeks ago and began to dig believing that their
lost king’s bones must lie somewhere in the vicinity.

Creatures: The dwarves here are doughty warriors all and are led by the
doughtiest, but all bear bandages and signs of recent injury. Thane Fenris
is ruddy-cheeked and has a blonde beard forked and tucked into his ornate
belt. He wears fine but travel-worn apparel, since he and his men have
traveled far in their quest for King Kroma’s bones. His initial attitude if

approached in daylight is Indifferent, but characters receive a +5 bonus
to their Diplomacy checks with him since the sight of living people lifts
his spirits significantly. His warriors are all of the same clan and bear
something of a familial resemblance, though their harness and weapons
are not of equal quality to that of their leader. Fenris’s de facto second-in-
command is the cleric Gorrak who is much older than any of the others
and chooses to wear threadbare mendicant clothing in mourning for his
clan’s lost status, though is weapons and armor are in excellent condition.
The other 7 dwarves are all warriors.
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THANE FENRIS

XP 4,800

Male dwarf fighter 7/dwarven defender 2

LN Medium humanoid (dwarf)

Init +2; Senses darkvision 60 ft.; Perception +8

CR8

AC 22, touch 14, flat-footed 22 (+8 armor, +2 Dex, +2 dodge)
hp 99, currently 89 (7d10+21 plus 2d12+6 plus 16)

Fort +11; Ref +6; Will +6 (+8 vs. fear); +2 vs. poison, spells, and
spell-like abilities

Defensive Abilities +4 dodge against giant subtype, bravery
+2, defensive stance, uncanny dodge

Speed 20 ft.

Melee +1 dwarven urgrosh +12/+7 (1d8+5/19-20/x3) and +1
dwarven urgrosh (offhand) +12 (1d6+3/19-20/x3)

Ranged light crossbow +11/+6 (1d8/19-20)

Special Attacks +1 attack rolls against orc and goblin
subtypes, weapon training (double +1)

Str 16, Dex 15, Con 16, Int 13, Wis 12, Cha 12

Base Atk +9; CMB +12; CMD 16 (20 vs. bull rush and trip)
Feats Alertness, Dodge, Endurance, Improved Crifical
(dwarven urgrosh)®, Lightning Reflexes, Rapid Reload?,
Toughness, Two-Weapon Defense?, Two-Weapon Fighting®
Skills Appraise +3 (+5 metals and gems), Bluff +10, Craft
(stonemasonry) +8, Knowledge (history) +7, Perception +8
(+10 stonework), Profession (miner) +6, Sense Motive +8
Languages Common, Dwarven, Terran

SQ armor fraining 2

Combat Gear potion of bull’s strength; Other Gear
masterwork half-plate, +1 dwarven urgrosh, light crossbow,
20 crossbow bolts, belt of mighty constitution +2, belt pouch
with 30 gp and a figer eye agate (100 gp)

Defensive Stance (Ex) Once per day as a swift action Fenris
as a dwarven defender can become a stalwart bastion

of defense. In this defensive stance, a defender gains
phenomenal stfrength and durability, but he cannot move
from the spot he is defending. He gains +2 to Strength, +4
to Constitution, a +2 resistance bonus on all saves, and a +4
dodge bonus to AC.

The increase in Constitution increases the defender’s hit
points by 2 per level, but these hit points go away af the
end of the defensive stance when the Constitution score
drops back 4 points. The exira hit points are not lost first the
way temporary hit points are. While in a defensive stance, a
defender cannot use skills or abilities that would require him
to shift his position, such as Jump. A defensive stance lasts
for a number of rounds equal to 3 + the defender’s (newly
improved) Constitution modifier. A defender may end his
defensive stance voluntarily prior to this limit. At the end of
the defensive stance, the defender is winded and takes a -2
penalty to Strength for the duration of that encounter.

OLD GORRAK

XP 3,200

Male dwarf fighter 4/cleric of Dwerfater 4
LG Medium humanoid (dwarf)

Init +4; Senses darkvision 60 ft.; Perception +7
Avura good

CR7

AC 19, touch 10, flat-footed 19 (+7 armor, +2 shield)

hp 56, currently 48 (4d10+4 plus 4d8+4 plus 4)

Fort +9; Ref +4; Will +8 (+9 vs. fear); +2 vs. poison, spells, and
spell-like abilities

Defensive Abilities +4 dodge against giant subtype, bravery +1

Speed 20 ft.

Melee +1 ghost touch dwarven waraxe +11/+6 (1d10+5/x3)
Ranged heavy crossbow +7 (1d10/19-20)

Special Attacks +1 attack bonus against orc and goblin
subtype, channel positive energy 3/day (DC 12, 2dé),
spontaneous casting (cure spells)

Domain Spell-like Abilities (CL 4th):

6/day—acid dart (ranged touch +7, 1dé+2 acid), tfouch of
good

Spells Prepared (CL 4th):

2nd—align weapon, consecrate, soften earth and stoneP,
spiritual weapon (Atk +10/+5, Dmg 1d8+1)

1st—bless, detect undead, divine favor, protection from
evil®, shield of faith

0 (at wil)—create water, guidance, purify food and drink,
resistance

D domain spell; Domains Earth, Good

Str 15, Dex 10, Con 13, Int 11, Wis 17, Cha 10

Base Atk +7; CMB +9; CMD 19 (23 vs. bull rush and trip)
Feats Diehard, Endurance, Improved Initiative, Lightning
Reflexes, Point Blank Shot®, Weapon Focus (dwarven
waraxe)®, Weapon Specialization (dwarven waraxe)®

124



CHAPTER 7: THE DEAD FIELDS

Skills Appraise +5 (+7 metals and gems), Heal +7,
Knowledge (history) +4, Knowledge (religion) +4, Perception
+7 (+9 stonework), Profession (miner) +7

Languages Common, Dwarven

S$SQ armor fraining 1

Combat Gear oil of bless weapon, potion of cure moderate
wounds, divine scroll (CL 5: glyph of warding); Other Gear
splint mail, heavy wooden shield, +1 ghost fouch dwarven
waraxe, heavy crossbow, 20 crossbow bolts, 10 +1 distance
crossbow bolts (light generating), wooden holy symbol of
Dwerfater, belt pouch with 24 gp and 16 sp

GLOMI, BRUITT, KARGESH, ROMNI, RAGNAR, THULBINE,
and BEREG DWARF WARRIORS (7)

XP 400

Male dwarf warrior 3

LG Medium humanoid (dwarf)

Init +0; Senses darkvision 60 ft.; Perception +3

CR1

AC 17, touch 10, flat-footed 17 (+6 armor, +1 shield)

hp 25, each is currently down 1d4+2 hp (3d10+6 plus 3)
Fort +5; Ref +1; Will +1; +2 vs. poison, spells, and spell-like
abilities

Defensive Abilities +4 dodge against giant subtype

Speed 20 ft.

Melee warhammer +5 (1d8+1/x3) or heavy pick +4 (1dé+1/
x4)

Ranged heavy crossbow +3 (1d10/19-20)

Special Attacks +1 attack bonus against orc and goblin
subtype

Str 13, Dex 11, Con 14, Int 10, Wis 11, Cha 6

Base Atk +3; CMB +4; CMD 14 (18 vs. bull rush and trip)
Feats Endurance, Weapon Focus (warhammer)

Skills Appraise +0 (+2 metals and gems), Perception +3 (+2
stonework), Profession (miner) +6

Languages Common, Dwarven

Gear chainmail, light wooden shield, warhammer, heavy
pick, shovel, heavy crossbow, 2 quivers with 20 crossbow
bolts each, belt pouch with 1d10 sp and 2d12 cp

Development: Fenris explains his party’s purpose and invites guests to
stay the night in the security of his encampment. He claims that attacks
by undead occasionally occur at night and adds that it is always safer in
numbers out in the Desolation. He does not yet reveal that his people
have been attacked every night by concerted undead assaults for the entire
three weeks that they have been camped here, though a Sense Motive
check opposed by his Bluff check reveals that he appears to be hiding
something. He denies this but elaborates no further. The characters will
find out the truth soon enough. See the “Events” section following the
area descriptions for the order of occurrences after the characters’ arrival
at Fenris’s camp. Because of the constant nightly battles, there are no
chances for random encounters here after dark.

Old Gorrak takes an immediate shine to the party, seeing something of
his own youth spent traveling far and wide in pursuit of adventure. He is
included as a potential replacement character for one of your players if the
party has suffered attrition and has been unable to replenish their numbers.
If you intend to use him in this fashion, strive to keep him alive through
the events that occur at the encampment. Feel free to replace him with any
other character you would rather introduce, though a dwarven character
works much better with the context of the encounter area.

Dwerfater, God of Dwarves

This deity appeared in Bard’s Gate by Necromancer Games.
Details of this deity are updated and included here for your
convenience.

Alignment: Lawful Good

Domains: Creation, Earth, Good, Strength

Symbol: Hammer and anvil

Garb: Armor of mithral or steel

Favored Weapon: Warhammer

Form of Worship and Holidays: Priests worship at the
forge, crafting items of steel and mithral. The most
sacred steel is tempered in virgin snow on Orenday,
the first full moon after midwinter.

Typical Worshippers: Dwarves

Dwerfater appears as an ancient dwarf whose beard is the color
of mithral and touches the ground at his feet. He always wears a
blackened leather apron over a coat of mithral mail and always
carries his mighty warhammer Noolhamr.

D6-1. The Excavation

This is a large pit of varying depths between 3 and 5 feet in different
portions. Fenris’s dwarves have painstakingly dug this pit with pick, shovel,
and back-breaking labor over the last three weeks in search of their lost
king’s remains. Bits of bone and ancient equipment protrude from the walls
of'the pit but only down to the depth of 3 feet. Below that level is only sterile
soil. Fenris intends to abandon this excavation soon and move to another
location to try again since the intended bones have not been found and the
dwarves seem to have reached the deepest layers of the remains from the
battle of long ago. Surrounding the pit are several large dirt piles deposited
by the dwarves from their excavation. These dirt piles are rife with more
broken bone, weapons, and armor that have been examined by the dwarves
and discarded as not belonging to whom they seek. During the day there are
1d4+1 dwarven warriors in addition to either Fenris or Old Gorrak (50%
chance of either) at work in the pit. Their armor and weapons lie at the edges
of the pit and they are equipped with only picks and shovels.

Dé6-2. Bone Pile (CR 7)

A large pile of shattered bone and weaponry rises here between the
mound and the excavation pit. There are the remnants of hundreds of
skeletons here. If any of the dwarves are asked about their source, he will
cough and say that they were taken from the dig (Sense Motive opposed to
Bluff to realize this is a lie). If the bones are examined, a DC 18 Int check
realizes that the bones and weapons do not appear to be dirty enough to
have been recently pulled from the ground. These are in fact the remains
of the many skeletons that the dwarves have been battling for the past
three weeks. Each morning after battle the dwarves gather up the bones of
the undead they have destroyed and deposit them here.

Creatures: Buried in this pile of bones are 5 wights. They snuck in here
under cover of the last battle and wait for the proper moment to rise and
strike. One can be discovered if anyone sifts through the bone pile and
succeeds at a DC 15 Perception check. If one is discovered it attacks and
the other four rise to do battle alongside it.

WIGHTS (5)
XP 800
hp 26 (Pathfinder Roleplaying Game Bestiary “Wight")

CR3
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D6-3. Cemetery

Dozens of fresh mounds of earth mark new graves in this makeshift
cemetery. At the head of each rises a broken weapon haft to serve as
marker. There are exactly 21 graves and each holds the corpse of a
dwarf. These were all originally members of Fenris’s company and
all have fallen in battle during the nightly attacks. The breaking of
the haft of a warrior’s weapon (usually an axe, hammer, or pick) is a
tradition in their clan to denote death in battle. If Fenris is asked about
all the graves, he merely looks grim and states that it is dangerous in
the Desolation.

Dé6-4. Hilltop Encampment

The sides of this hill rise 15 feet above the surrounding land at
a steep slope (see the “Hills Terrain” section in Chapter 13 of the
Pathfinder Roleplaying Game.). A stairway has been cut on the
southwestern face providing easier access to the summit. At the
summit, the dwarves have dug a defensive position 3 feet deep from
which they fight, allowing them to duck down for cover if necessary
yet still retain their higher ground advantage against attackers. The
dugout is little more than a bare dirt floor in which the dwarves have
laid their bedrolls and cut a few fire pits. A supply of wood (carried
by the dwarves down from the mountains) is stacked next to the
fire pits, and they are kept alight throughout the night. Likewise,
at night all of the dwarves’ picks and shovels are stored within the
encampment alongside the dwarves’ provisions (there is enough
food and water stored within to feed 20 men for three weeks). The
dwarves remain in their armor and half are always awake awaiting
the inevitable attack of the undead. During the day any dwarves not
at work in the excavation are on guard duty here atop the mound. If
more than 3 dwarves are atop the mound during the day, half of them
are napping in their armor.

Events at the Hilltop Encampment
Event 1: Uninvited Guest (CR 7)

This event occurs on the day of the party’s arrival at some point when
they are in or near the excavation at Area D6-1.

A deep-throated shout rises from the excavation pit. Pick-wielding
dwarves scatter as something huge rises from the dirt of the pit. It is
a gigantic skeleton of some bipedal dragonlike creature. It charges
at the scattering dwarves with its daggerlike fangs bared.

The dwarves in the pit head towards the edges where they have
laid their weapons and armor. They do not have time to put their
armor on, so instead they merely grab hammers and prepare to do
battle. Meanwhile those dwarves on guard at Area D6-4 charge
down the hill to assist their comrades. Hopefully the party will join
in as well.

Creatures: Attacking the dwarves is a tyrannosaurus skeleton. In the
Battle of Tsar, some rare and strange creatures were used by the forces
of Tsar. An advanced megaraptor was one such creature, and it fell in
battle at this site. Its bones lay in the shallowest part of the excavation just
below the level the dwarves had reached. Remembering the presence of
the megaraptor at the long ago battle, the lich coordinating the assaults of
undead upon the dwarves snuck into the excavation during the previous
night’s assault, unearthed a portion of the skeleton and animated it. He
reburied what he had unearthed and commanded it to rise and attack
whenever the dwarves unearthed it again, which is exactly what just
happened. It attacks until destroyed.

TYRANNOSAURUS SKELETON

XP 3,200

Pathfinder Roleplaying Game Bestiary “Dinosaur,
Tyrannosaurus”; “Skeleton”

NE Gargantuan undead

Init +6; Senses darkvision 60 ft.; Perception +0

CR7

AC 14, touch 8, flat-footed 12 (+2 Dex, +6 natural, —4 size)
hp 81 (18d8)

Fort +6; Ref +8; Will +11

DR 5/bludgeoning; Immune cold, undead fraits

Speed 40 ft.
Melee bite +20 (4d6+22 plus grab) and 2 claws +20 (2d6+11)
Space 20 ft.; Reach 20 ft. (10 ft. with claws)

Str 32, Dex 15, Con —, Int —, Wis 10, Cha 10
Base Atk +13; CMB +28 (+32 grapple); CMD 40
Feats Improved Initiative®

SQ powerful bite

Powerful Bite (Ex) A tyrannosaurus applies twice its Strength
modifier to bite damage.

Event 2: Darkness Falls

As mentioned, Fenris is extremely excited to see the arrival of the party.
The constant battles have caused a great deal of attrition in his forces,
and he fears he will be unable to complete his quest if something doesn’t
change soon. He therefore welcomes the party and invites them to enjoy
the hospitality of his camp for the night, after all, the Desolation is
extremely dangerous at night. When night does fall he advises them that
there has been a lot of undead activity in the area. He suggests they remain
armored with weapons at hand and that no more than half of them sleep at
once. A DC 15 Sense Motive detects he is extremely nervous as he grimly
clutches his weapons.

A DC 20 Diplomacy or Intimidate convinces Fenris to admit that he has
not been entirely forthcoming with the PCs. He states that there has been
very regular undead activity since they arrived at the excavation site. In
fact, the activity is quite unusual compared to what he has experienced
elsewhere in the Desolation. They occur every night and appear to
be organized by some malign intelligence. His dwarves are forced to
fight a pitched battle with hordes of undead. Typically after one wave
of assault they disappear and all is quiet until morning. Occasionally a
second, smaller foray occurs but usually nothing more than a probe of
their defenses. In these battles Fenris admits they have lost 21 dwarves,
including their main cleric early on leaving only Old Gorrak to tend to the
wounded. If asked about the composition of the attacking undead, Fenris
states it has been wave after wave of skeletons which they smash in droves
and later deposit in their bone pile. However, he says he has sometimes
seen dark, humanoid shapes lurking in the rear ranks. Unfortunately they
have never been able to destroy or even identify one of these.

After dark the dwarves remain on guard as described in Area D6-4 above.
Allow the party to take whatever precautions and station themselves on
guard as they see fit. The dwarves are in sore need of reinforcements
and are open to most any idea the characters have, though the dwarves
themselves will remain within their defensive perimeter rather than
making forays out.

Event 3: Waves of Doom (CR 11)

This event occurs approximately 3 hours after nightfall. The skeletons of
the lich lie strewn upon the fields surrounding the area like so many of the
bones already lying upon the field. At their masters command they quickly
assemble into ranks ready for battle, so there are no troop movements for
the party to detect prior to the battle through whatever reconnaissance
they may attempt.
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The still night is broken suddenly by a clattering and clicking
from somewhere out in the darkness, like the rattling of sticks. It
seems to come from all sides. It is quickly followed by a clicking
shuffle, and advancing into your range of vision is rank upon rank
of animated skeletons bearing the bits of arms and armor they fell
in battle with so long ago.

Creatures: Approaching the hill are 100 human skeletons. They
advance from the north, east, and south sides spaced fairly evenly in two
ranks. These mindless undead have only one task: swarm over the hill and
kill anything that lives. They continue in their attack until all are reduced
to harmless piles of bone.

HUMAN SKELETONS (100)
XP 135
hp 4 (Pathfinder Roleplaying Game Bestiary "Skeleton”)

Event 4: Waves of Doom Redux (CR 10)

This event occurs a mere hour after the previous attack. By this time
the dwarves have settled in to rest. They still maintain their armor
and watches but are not really expecting any more trouble this night.
However, the lich has seen the arrival of the party and knows that the
weakened dwarves were on the verge of collapse before their arrival.
He has been preparing some additional attacks for some time and
chooses to unleash them now before anymore travelers can come to
the dwarves’ aid.

CR1/3

Alook of confusion and trepidation comes over the faces of those
dwarves who are still wakeful at this late hour. The resounding echo
of clicking and clattering floats across the plain. More skeletons are
marching on the hill.

Creatures: Another wave of skeletons is indeed approaching. This time
there are only 50 human warrior skeletons, but mixed in with them are
another type of undead the lich has been marshalling to his cause. In the
midst of the skeletons are 10 cadavers. They appear to be zombies, though
a bit gaunter and decayed than fresher specimens. During this battle
anyone actively attempting a Perception check in the darkness beyond the
mound can notice several dark shapes slinking around with a successful
DC 25 check. If anyone chooses to follow or engage these individuals,
proceed with Event 6. The goal of this attack is to allow the skeletons and
cadavers to breach the hills defenses before all are destroyed. Then the
cadavers begin their reanimation process hopefully in the middle of the
camp. They have been commanded to not arise and attack until all that are
able can do so, so their attack will be en mass. This attack by the cadavers
triggers Event 5, described below.

HUMAN SKELETONS (50)
XP 135
hp 4 (Pathfinder Roleplaying Game Bestiary “Skeleton”)

CR1/3
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CADAVERS (10) CR2
XP 600

The Tome of Horrors Complete 90

CE Medium undead

Init +5; Senses darkvision 60 ft.; Perception +0

AC 13, touch 11, flat-footed 12 (+1 Dex, +2 natural)
hp 16 (2d8); reanimation

Fort +0; Ref +1; Will +3

DR 5/bludgeoning; Immune cold, undead fraits

Speed 30 ft.
Melee 2 claws +2 (1d4+1 plus disease) and bite +2 (1dé+1
plus disease)

Str 13, Dex 13, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +2; CMD 13
Feats Improved Initiative®

Disease (Ex) Filth fever: Claw and bite—injury; save Fort

DC 11; onset 1d3 days; frequency 1/day; effect 1d3 Dex
damage and 1d3 Con damage; cure 2 consecutive saves.
The save DC is Charisma-based.

Reanimation (Su) When reduced fo 0 hit points or less, a
cadaver is not destroyed; rather it falls inert and begins the
process of reanimating by regaining 1 hit point per round. Hif
points lost to magical weapons or spells are not regained.

When the creature reaches its full hit point total (minus
damage dealt by magical attacks and weapons), it stands
up, ready to fight again.

If the creature is destroyed by channeled positive energy,
it cannotf reanimate. If a cleric casts gentle repose on
the cadaver when it is reduced to 0 hit points, it cannot
reanimate. A bless spell delays the reanimation, causing the
creature to regain hit points at half the normal rate (i.e. 1 hit
point every other round).

Event 5: Anathema! (CR varies)

This event occurs when the cadavers from Event 4 reanimate and
continue their attack, hopefully within the dwarves’ defensive perimeter,
if all goes according to the lich’s plan. If the cadavers fail to reanimate,
then this event occurs 30 minutes following the previous attack. Read the
following whether in the midst of combat with the cadavers or if all is
temporarily quiet.

The sound of scraping and scratching earth comes from the
mound’s northwestern flank. Dwarven howls of rage and shock
arise, and you quickly see the source of their outrage. Down in
their makeshift cemetery, weapon haft markers fall aside as clawed
hands emerge from the fresh graves and the horribly animated
corpses of the fallen dwarves rise from their resting places.

Creatures: To dwarves the idea of undead is a blasphemy. Witnessing
some of their own animated with undeath is anathema. The lich is well
aware of the dwarves’ outrage at such an act. During previous nights’
assaults he has been surreptitiously sneaking into the cemetery and
disturbing the graves as he created 21 dwarven zombies. He then left
them quiescent until he could use them later to his advantage in battle.

That time is now. Any surviving NPC dwarves immediately stop
whatever else they are doing and charge down the hill to destroy their
violated kinsmen. When the dwarves are engaged in battle with the
zombies, the 5 wights hiding at Area D6-2 burst from their concealment
and charge in to flank the dwarves (if they have not previously been
discovered and destroyed). Anyone purposely attempting a Perception
check during this fracas notices several dark shapes lurking in the dig site
on a successful DC 20 check. Anyone approaching these figures should
proceed to Event 6.

DWARVEN ZOMBIES (21)

XP 200

NE Medium undead

Init —1; Senses darkvision 60 ft.; Perception +0

CR1/2

AC 18, touch 9, flat-footed 18 (+6 armor, -1 Dex, +2 natural,
+1 shield)

hp 12 (2d8 plus 3)

Fort +5; Ref —1; Will +3

DR 5/slashing; Immune undead traits

Speed 20 ft.
Melee slam +3 (1d6+3)

Str 15, Dex 9, Con —, Int —, Wis 10, Cha 10
Base Atk +1; CMB +3; CMD 13

Feats Toughness®

SQ staggered

Gear chainmail, light wooden shield

WIGHTS (5)
XP 800
hp 26 (Pathfinder Roleplaying Game Bestiary “Wight”)

CR3
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Event 6: Dark Lurkers (CR s)

This event occurs if anyone has managed to spot the shadowy figures
stalking on the periphery of the battlefield. If approached they do not
retreat, rather relishing the opportunity to feed.

A hissing figure of malevolence embodied stands here in the
dark. His fine features are marred by angular cheekbones and a
spiderweb tracery of dark veins across his face. Wicked-looking
fangs protrude behind bright-red lips. With him are two crouching
figures of leathery, desiccated flesh.

Creatures: The creatures here are a vampire spawn — a field
commander of the lich’s forces — and 2 wights serving as the spawn’s
guards. They gladly lunge forward to feast upon any foes. If the vampire
is reduced below 10 hp he changes to gaseous form, easily mixing with
the night mists, and retreats back to the south to rejoin his commander.
The vampire spawn has a coffin hidden out on the Desolation in a shallow
grave three miles away.

VAMPIRE SPAWN

XP 1,200

Pathfinder Roleplaying Game Bestiary “Vampire”
LE Medium undead

Init +1; Senses darkvision 60 ft.; Perception +11

CR4

AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural)
hp 26 (4d8+8); fast healing 2

Fort +3; Ref +2; Will +5

Defensive Abilities channel resistance +2; DR 5/silver;
Immune undead fraits; Resist cold 10, electricity 10
Weaknesses vampire weaknesses

Speed 30 ft.

Melee slam +4 (1d4+1 plus energy drain)

Special Attacks create spawn, blood drain, dominate (DC
14), energy drain (1 level, DC 14)

Str 12, Dex 12, Con —, Int 11, Wis 13, Cha 15

Base Atk +3; CMB +4; CMD 15

Feats Blind-Fight, Skill Focus (Perception)

Skills Intimidate +9, Knowledge (religion) +7, Perception +11,
Stealth +16

Languages Common

SQ gaseous form, shadowless, spider climb

WIGHTS (2) CR3
XP 800

hp 26 (Pathfinder Roleplaying Game Bestiary “Wight")

Event 7: Final Assault (CR varies and 13)

This event occurs an hour before dawn when the exhausted defenders
are likely nodding off and recovering from their wounds.

It seems this night will never end. Mists rise from the ground
in the predawn darkness cloaking the Desolation in an ethereal
blanket. You nervously watch the mists for any disturbances that
would indicate something creeping along beneath its cover.

Creatures: Allow anyone on watch to make a Perception check. Anyone
making a successful DC 15 check notices several small clumps of the mist
breaking from and rising up over the north slope of the mound and into
the camp itself. These are either S or 6 vampire spawn (depending if one
survived Event 6 above) in gaseous form that materialize in the camp’s
midst. If they are not noticed, they materialize and attack with surprise.
During the battle allow each player to make a DC 18 Perception check
to notice a short, stocky figure standing in the mists east of the mound
flanked by two taller, crouching figures. These are the lich and 2 wights
guarding him.

The vampire spawn are all the creations of the vampire Belishan,
Master of the Crooked Tower in the city of Tsar (see Slumbering Tsar:
Temple-City of Orcus for more details on Belishan) who has sent them
to the Desolation to serve the lich. The lich does not join in the battle
but rather observes from a distance of 50 feet, gauging the strengths and
weaknesses of his enemies. The lich, if approached is a short, stocky
specimen for his kind and has a full, gray beard descending from his
skull-like head. One of his eyes is a burning point of light, and the other
is a dull iron orb inset in the eye socket. He is garbed in ancient armor
and tattered finery, and atop his brow is a distinctive golden battlecrown.
Any dwarf of Fenris’s group who sees him instantly recognizes by his
bearing and distinctive clothing to be none other than King Kroma for
whom they have searched.

Kroma was not killed on the field of battle as had been reported by the
few survivors returning from that long-ago conflict. Rather, when he went
down in the center of a horde of demons he was captured and secretly
carried back to the city of Tsar. There under the torturous ministrations of
the Disciples of Orcus and the evil influences of the city itself, Kroma’s
will was broken and he was converted to evil. Once a devout cleric of
Dwerfater, he accepted Orcus as his new patron. With the assistance of
his new benefactors he underwent the transformation to a lich and was
charged with guarding the Desolation when the followers of Orcus fled
the city. Since then Kroma has wandered the Desolation marshalling his
undead forces and putting down what he saw as any organized threats to
the city. When he discovered his own kin searching for his remains, he
was instantly overcome with hate and guilt and has made a special effort
to destroy them and keep hidden his secret shame.
VAMPIRE SPAWN (5 OR 6) CR4
XP 1,200
hp 26 (See Event §)
WIGHTS (2) CR3
XP 800
hp 26 (Pathfinder Roleplaying Game Bestiary “Wight")

KING KROMA
XP 19,200
Male dwarf lich cleric of Orcus 11 (Pathfinder Roleplaying
Game Bestiary ‘Lich”)

NE Medium undead (augmented humanoid, dwarf)

Init +1; Senses darkvision 60 ft.; Perception +21

Aura destructive aura (30-ft. radius, 11 rounds per day), evil,

CR 12
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fear (60-ft. radius, DC 17)

AC 27, touch 13, flat-footed 26 (+9 armor, +2 deflection, +1
Dex, +5 natural)

hp 86 (11d8+22 plus 11)

Fort +11; Ref +6; Will +16; +2 vs. poison, spells, and spell-like
abilities

Defensive Abilities +4 dodge against giant subtype, channel
resistance +4, rejuvenation; DR 2/—, 15/bludgeoning and
magic; Immune cold, electricity, undead traits

Speed 20 ft.

Melee +2 unholy wounding heavy flail +12/+7 (1d10+4/19-20
plus 1 bleed) or touch +10 (1d8+5 plus paralyzing touch)
Special Attacks +1 attack bonus against orc and goblin
subtype, channel negative energy 5/day (DC 17, 6dé),
destfructive smite 8/day (+5 dmg), paralyzing touch (DC 17),
spontaneous casting (inflict spells)

Domain Spell-like Abilities (CL 11th):

8/day—bleeding touch (melee touch +10, DC 15, 5 rounds)
Spells Prepared (CL 11th):

é6th—create undead®, harm (melee touch +10, DC 21)
5th—doomwail* (DC 20), lamestrike (DC 20), righteous
might, slay living® (DC 20)

4th—divine power, inflict critical woundsP (melee touch +10,
DC 19), poison (melee touch +10, DC 19), summon monster
IV, unholy blight (DC 19)

3rd—animate deadP, bestow curse (DC 18), contagion
(melee touch +10, DC 18), dispel magic, invisibility purge,
searing light (ranged touch +9)

2nd—darkness, death knell° (DC 17), desecrate, hold person
(DC 17), shatter (DC 17), spiritual weapon (Atk +13/+8, Dmg
1d8+3)

Ist—bane (DC 16), cause fear® (DC 16), command (DC 16),
curse water, deathwatch, doom (DC 16), enfropic shield

0 (at wil)—detect magic, guidance, read magic, resistance
D domain spell; Domains Death, Destruction

Str 15, Dex 12, Con —, Int 14, Wis 21, Cha 15

Base Atk +8; CMB +10; CMD 23 (27 vs. bull rush and trip)
Feats Combat Casting, Command Undead, Empower Spell,
Eschew Materials, Iron Will, Leadership

Skills Appraise +2 (+4 metals and gems), Knowledge
(arcana) +16, Knowledge (religion) +16, Perception +21 (+23
sfonework), Sense Motive +22, Spellcraft +16, Stealth +6
Languages Abyssal, Common, Dwarven, Gnoll

SQ death’'s embrace (can be healed by positive energy as
well as negative)

Gear +3 adamantine breastplate, +2 unholy wounding
heavy flail, unholy symbol of Orcus, cloak of resistance +2,
golden battlecrown of Kroma (grants +2 deflection bonus as
a ring of protection)

Death’s Embrace (Ex) Since becoming undead himself,
Kroma's death’s embrace ability has changed somewhat.
Now he heals hit points from both channeled negative
energy and channeled positive energy.

*See sidebox

Tactics: Kroma does not join in the battle on the hilltop, both enraged by
the presence of his kin yet afraid that they might see and identify him; he
is held in indecision. If he is approached, he breaks free of his hesitation
and attacks wholeheartedly. The wights rush in to engage any fighters and
Kroma first prepares with entropic shield, divine power and desecrate,
casts summon monster IV to bring in a fiendish giant wasp to harass
spellcasters and makes ranged attacks with spiritual weapon, flamestrike,
doomwail, and hold person or death knell before casting righteous might
and closing for hand-to-hand combat with his heavy flail and touch spells.
If Kroma sees the icon of Dwerfater from the arachnae pit in the Ashen

New Spells

This spells in King Kroma’s repertoire originally appeared in
Relics & Rituals by Sword & Sorcery Studios. It is included here
for your convenience.

DOOMWAIL

School necromancy {fear, sonic); Level bard 5, cleric
5, sorcerer/wizard 5

Casting Time 1 standard action

Components V, S

Range close (25 ft. + 5 ft./2 levels)

Area cone-shaped burst

Duration instantaneous

Saving Throw Fortitude partial; Spell Resistance yes

All those caught within the doomwail must make a Fortitude
saving throw. Those who succeed avoid the worst of the effects
but are shaken for 2d4 rounds. Those who fail are shaken for
2d4 rounds and roll d% on the following table to determine the
individual effect. These effects persist until magically cured.

d%  Effect
1-50  deafened
51-75 paralyzed
76-00 deafened and paralyzed

Waste (see The Ashen Waste in Part 2—The Ghosts of Victory), he gains
the shaken condition as long as it is in sight. Kroma will not retreat from
battle, secretly welcoming the release of death now that he has faced his
own kin and recognized the true horror of his current situation.

Development: If Kroma is not engaged, he departs the battlefield after
his vampire spawn are slain and plots a new wave of attacks. The dwarves
receive a brief respite while Kroma gathers additional forces. If Kroma
was not recognized for who he is, the dwarves give up their dig at this site
in a few days and move to another possible location to start over again.
If this occurs, have the party find them again at some point in the future,
their camp destroyed and all of the dwarves staked to the ground and
flayed alive, the results of Kroma’s vengeance. If the party stays with the
dwarves, orchestrate similar raids against them starting several days later
as Kroma once again attempts to eradicate the invaders of the Desolation.

If the dwarves are aware of the lich’s true identity, they pack up and
depart the next dawn. They head back to their homeland to spread the
word of the abomination their lost king has become and begin to raise a
dwarven army to return and destroy King Kroma. This will not occur for
many months and will be unlikely to affect the course of the adventure.

Kroma'’s phylactery is the iron orb inset in his left eye socket (Hardness
20, hp 40, Break DC 40). If Kroma is slain and his phylactery destroyed,
his body is immediately immolated by holy fire sent by Dwerfater. These
searing flames burn away the centuries of corruption that has consumed
the old dwarf leaving only his equipment and gleaming smooth bones
with a gray-bearded skull. Fenris offers the party all of the equipment,
including his flail, which becomes a +2 holy wounding heavy flail in the
purifying fire, keeping only the bones and crown. These they reverently
bind in silken wraps and bear them home for interment. This act does
indeed break the curse of ill luck that has plagued the clan and Fenris
(if he survived) quickly climbs to a place of great importance in his
kingdom, providing a potential ally to developed as you please for some
later adventure.
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Chapter 8:
The Crossroads and T'sar

Once long ago, the plains outside the walls of Tsar were an important
crossroads for the civilized world. A great trade road ran between the
southern kingdoms and the exotic lands of the north, seeing a constant
stream of traffic. From behind the mighty walls of Tsar itself, great trade
caravans emerged to travel in either direction. Likewise the road from the
Black Gates of Tsar ran east to the far distant sea coast where a great port
city likewise carried trade to points throughout the known world. Taxes
on the goods traveling these two roads made Tsar rich and gave the city
leaders great international influence.

Then a shadow fell upon the city. The priesthood of Orcus came to
power and slowly gained sway over the city. Harsher tariffs and city-
sponsored marauders harassed traffic along the roads. Eventually the far
distant coastal city shriveled and died as its only major land route for
goods was choked off. The southern kingdoms and northern lands became
more distant and estranged from each other as travel between the two
became a chancy thing. Eventually the first caravan to brave the route
for some time discovered that the city of Tsar had grown into a massive
citadel and temple-city devoted solely to the foul worship of the Demon
Prince of Undead — a blight upon the land. Trade all but ceased save for
the slave caravans and bandit companies brave or foolish enough to do
business with the decadent disciples of Orcus.

Now the east-west road tapers into nothing only a few miles beyond the
edge of the Desolation where it enters the broken, goblin-ridden hills. The
north-south road still sees some traffic, supported by the ignoble trade
community known as the Camp, and still runs from Bard’s Gate to the
now-unknown northern lands. The road itself is a bare hardpan sunken
at least a foot below the surrounding ground from the centuries if not
millennia of travel it has seen. Tracks do not linger long on this hard
surface as windblown dust quickly erases them.

The Crossroads

The roads consist of the trade road that runs north-south through the
Desolation and the east-west running road that leads from the Black Gates
of Tsar before waning in the distant eastern hills. The crossroads are where
these two roads meet near the exact center of the Desolation. Two other
gates opened out of Tsar’s walls, but the roads leading from them petered
out in the midst of the battlefields of the Boiling Lands and the Dead
Fields. Those roads are little more than fading traces of hard-packed earth
and are not included in this section. They should be considered a part of
the quadrants into which they run.

For random encounters while the party travels on these roads or visits
the crossroads, consult the Crossroads Random Encounter Tables below.
Encounters should be rolled on these tables once every six hours.

Acid Rain: See The Ashen Waste in Part 2—The Ghosts of Victory.

Bone Storm: See The Ashen Waste in Part 2—The Ghosts of Victory.
No chance of suffocation exists if the storm does not occur on a section of
the road bordering the Ashen Waste.

Chimera: This lone beast has a red dragon head. It flies in from the
northern hills to hunt and sticks to the roads, preferring the soft prey found
there to the gamey undead elsewhere. It only hunts during daylight hours.

Crossroads Daytime
Random Encounter Table

d%  Encounter
01-08  Acid Rain
09-14  1d4+1 Margoyles
15-21 Bone Storm
22-24  Chimera
25-30  1d6+2 Ghoul Wolves
31-00  No Encounter

Crossroads Nighttime
Random Encounter Table

d%  Encounter
01-10  Acid Rain

11-17  1d6 Ghouls

18-21  Bone Storm
22-30  1d8+2 Ghoul Wolves
31-33  The Lost Caravan
34-00  No Encounter

If reduced to 25 hp it flees to lick its wounds, though it may return later
with a vengeance. If defeated, treat future rolls for this as no encounter.

CHIMERA
XP 3,200
hp 85 (Pathfinder Roleplaying Game Bestiary “Chimera”)

CR7

Ghoul Wolves: See The Ashen Waste in Part 2—The Ghosts of Victory.
Ghouls: See The Ashen Waste in Part 2—The Ghosts of Victory.
Margoyles: See The Chaos Rift in Part 2—The Ghosts of Victory.

The Lost Caravan: This strange phenomenon has been reported by
more than one traveler braving the roads of the Desolation. Seemingly
out of nowhere, the traveler finds himself in the midst of a convoy of
zombie pack handlers. They carry tattered rucksacks and litters loaded
with cracked and broken chests and baggage. Some hold broken halters
that drag upon the ground as if leading nonexistent pack animals. Adding
to the strangeness of this scene are the sounds. The zombies themselves
are stone silent, but clearly audible are the clip-clop of many hooves
and the creaking of wagon wheels intermixed with the grunts of heavily
laden beasts of burden and the occasional shouted command. It sounds as
though dozens of caravanners and their outfits are driving by; there are
even the distinct of trumpets of a few elephants. However none of this is
visible — not even to magical scrutiny, nor is it substantial in any way.

Other than to create disquiet in the party, this encounter is harmless and
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the group passes by and disappears from sight completely in 2 minutes.
It cannot be followed, always seeming to stay just far enough ahead of
pursuit or vanishing like a mirage just as someone gains on it. However
if someone bothers the zombies or attempts to disturb the insubstantial
wayfarers, the 23 human zombies immediately drop their loads and move
to attack until destroyed, while the rest of the caravan moves on. The
packs and luggage of the zombies, if searched, contain only dust, as if
their contents moldered and disintegrated long ago. Any zombie corpses
or packs disappear with the coming of the dawn.

Many guess as to the origin of this strange caravan and its mysterious
invisible members. Some say it is all that remains of a group of priests
who attempted to break out of Tsar during the battle and escape long ago.
Others say it is the cursed fate of the very first caravan to attempt to cross
the haunted Desolation centuries ago after the city had been abandoned.
Whatever the reason, most travelers know that it roams these roads
seemingly randomly always disappearing without providing a clue as to
its origin or purpose.

HUMAN ZOMBIES (23)
XP 200
hp 12 (Pathfinder Roleplaying Game Bestiary "Zombie")

CR1/2

Fixed Encounters

The encounter areas of the Crossroads begin with an “R” and are
followed by a numeral designating the specific encounter. The northeast
and southeast roads emerging from Tsar are not considered a part of the
Crossroads but are rather a part of the Boiling Lands and the Dead Fields
respectively.

R1. The Crossroads of
Tsar (CR 6)

Two sunken roads meet here in a depression in the center of the
desolate plain. West lie the Black Gates of Tsar, east unknown hills
rumored to occupied by goblinoids, orcs, and worse. South leads
back to the Camp and Bard’s Gate, and to the north are the fabled
lands of spice and riches which have drawn so many to brave these
deadly lands in search of their fortune. Surely any who make it this
far find their enthusiasm curbed by the sobering scene.

Great scaffolds of heavy wooden beams rise at each corner of this
intersection. Suspended from their many yardarms are heavy iron
cages like malignant fruit on an infernal tree. These cages hold the
picked clean bones and dangling tatters of the unfortunates who
have been imprisoned in them and left for the crows. Several of the
bones have fallen to the ground beneath the cages and a couple of
the cages have fallen to the ground themselves, their heavy chains
rusted through and no longer able to support their great weight.

Many cultures place their vilest offenders in cages at crossroads on the
superstitious hope that their spirits would be unable to find their way
home to visit vengeance upon their prosecutors. The disciples of Orcus,
well-versed in vile offenders and vengeance from beyond the grave,
were no exception. Strangely no vengeful spirits actually inhabit this
lonely place, though random encounters occur at double their normal
frequency.

The cage scaffolds stand 30 feet high with 1d6+6 arms from which are
suspended a like number of cages (though a few have fallen off). The
cages themselves are rusted iron (Hardness 10, hp 60, Break DC 25) and
the keys to their locks have long since been lost. They can be opened
with a DC 28 Disable Device, though they contain nothing of value or
interest.

Creature: Every night the crossroads is visited by a strange outsider
known as the Dweller at the Crossroads. This enigmatic, hooded figure
appears wearing a black cloak concealing its face and form to anyone
present at exactly midnight. It offers the traveler his heart’s desire relating
to an immediate need or the completion of a quest. Mundane desires are
not fulfilled. It can fulfill a single wish each night, but the outcome of
the wishes is always horribly twisted to the detriment of the wisher. If
attacked it instantly vanishes and does not reappear until the next night.

DWELLER AT THE CROSSROADS

XP 2,400

Creature Collection Revised 69

NE Medium outsider (evil, extraplanar)

Init +9; Senses darkvision 60 ft.; Perception +18

CR 6

AC 23, touch 16, flat-footed 17 (+5 Dex, +1 dodge, +7
natural)

hp 84 (8d10+40)

Fort +9; Ref +13; Will +10

Defensive Abilities vanish; DR 15/cold iron and magic;
Immune disease, energy drain, mind-affecting effects,
negative energy effects, paralysis, poison; SR 20

Speed 60 ft.

Str 19, Dex 20, Con 20, Int 20, Wis 19, Cha 18

Base Atk +8; CMB +12; CMD 28

Feats Dodge, Great Fortfitude, Improved Initiative, Lightning
Reflexes

Skills Appraise +16, Bluff +18, Diplomacy +18, Escape Artist
+16, Intimidate +18, Knowledge (history) +19, Knowledge
(planes) +19, Knowledge (religion) +19, Perception +18,
Sense Motive +18, Stealth +19

Languages fongues

SQ wish

Vanish (Sv) If aftacked, as an immediate action the
Dweller at the Crossroads can disappear into the Outer
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Planes, evading all attacks, pursuit, or capture, magical or
mundane. However, when it does so, it cannot return to the
Material Plane until the next night.

Wish (Su) The Dweller at the Crossroads can fulfill a single
wish (as the spell) for a single mortal once per night. The wish
is dependent upon the conditions set by the Dweller at the
Crossroads in the manner of a bargain with the mortal in
question.

Development: Some potential wishes the party may make and the
twisted way in which they are granted are presented below. Use these as
a guide to prepare an appropriate response to any other wishes the PCs
may make.

I wish to find any survivors of the Bards Gate caravan. The wisher (and
the wisher alone) is instantly teleported to Area C6-5.

Show me where to find the anvil sought by the ghost of Gerrant. Details
for this can be found in Slumbering Tsar, Part2: Temple-City of Orcus, but
the path shown by the dweller leads the party through every trap and deadly
encounter on the way to that goal, without warning of the potential dangers.

Give me a weapon capable of defeating the tar dragon / greater barghest
/lich/etc. The dweller presents the wisher with the Hammer of Mordecai's
Doom (see Magic Items Appendix.

Remove the tar dragon that guards the gates of Tsar. A huge explosion
occurs in the air to the west above Tsar. It is the result of an ancient black
dragon that happened to be wandering through the area and was attacked
by the tar dragon. The explosion was what remained of the tar dragon’s
body as the black dragon destroyed it and caused its tarry body to combust
from its caustic acid. Unfortunately the black dragon now chooses to
occupy the tar dragon’s territory and continues to guard the approach to
the city as his predecessor had done.

ANCIENT BLACK DRAGON
XP 76,800

hp 297 (Pathfinder Roleplaying Game Bestiary *Chromatic
Dragon, Black”)

R2. The Broken Span
(CR 7)

A wide chasm cuts across the road here. It extends out of sight to
the west and expands into a massive canyon to the east. Here it is
about 30 feet wide and has steep rocky sides descending into the
depths below. The wooden pylons that once flanked the entrance to
a wooden bridge still stand on this edge of the chasm and on the far
side, but the bridge itself extends out only a few feet before ending
in a jagged, charred, broken edge. There does not appear to be any
easy way across.

CR 16

A wooden bridge was built a number of years ago to cross this obstacle,
but it was recently destroyed. The last group to use the bridge to cross
was the Bard’s Gate caravan found at Area R3. The broken remains of the
bridge lie shattered and burned at the bottom of the rift. The chasm is 30
feet across and 20 feet deep with a dry, stony floor. A DC 15 Climb check
is necessary to scale the walls of the rift.

Creature: Unfortunately for the party, the creature that destroyed the bridge
has found this part of the chasm to its liking and now lairs within. A fiendish
five-headed pyrohydra recently emerged from the Chaos Rift and now
rests beneath a stony overhang directly below the southern end of the bridge.

It is actively listening for the approach of any potential snacks (taking 10 on
Perception checks). If it hears anyone approach the edge, it climbs halfway up
the chasm wall and uses the reach of its necks to try and grapple one or two
PCs and pull them into the chasm where it can deal with them at its leisure (it
releases them if it manages to pull them over the edge so they suffer 2d6 points
of falling damage). It has not yet collected any treasure since it relocated here.

FIENDISH PYROHYDRA
XP 3,200

Pathfinder Roleplaying Game Bestiary “Hydra”; “Fiendish
Creature”

NE Huge magical beast (evil, extraplanar, fire)

Init +1; Senses darkvision 60 ft., low-light vision, scent;
Perception +10

CR7

AC 15, touch 9, flat-footed 14 (+1 Dex, +6 natural, -2 size)
hp 47 (5d10+20); fast healing 5

Fort +9; Ref +7; Will +3

DR 5/good; Immune fire; Resist cold 10; SR 12
Weaknesses vulnerability to cold

Speed 20 ft., climb 20 ft.

Melee 5 bites +6 (1d8+3 plus grab)

Space 10 ft.; Reach 10 ft.

Special Attacks breath weapon (each head, 15-ft. cone,
3dé fire damage, Reflex DC 16 for half, every 1d4 rounds),
pounce, smite good 1/day (+5 dmg)

Str 17, Dex 12, Con 18, Int 2, Wis 11, Cha 10

Base Atk +5; CMB +10 (+14 grapple); CMD 21 (can't be
tfripped)

Feats Combat Reflexes, Iron Will, Lightning Reflexes
Skills Climb +11, Perception +10

$Q hydra traits, regenerate head

R3. Caravan Carrion
(CR 4)

The stench of death and the buzz of flies fill the air on the road
ahead. Shattered wagons and slaughtered draft animals lie strewn
like toys. The corpses of men and ogres are likewise tossed about
like rag dolls. The ogres and humans do not appear to have died in
battle with one another. Rather by the positioning of their corpses
they seem to have fought side-by-side. All bear similar marks of
tooth and claw and several bear horrible acid burns.

The 23 men and 8 ogres have been dead for a week or so and have
deteriorated and been picked at by scavengers quite a bit. Many pieces of
mundane equipment and weapons lie around, but nothing of masterwork or
better quality remains, and the wagons’ crates have all been broken open and
rifled. Anything of particular value has been removed. These are the remains
of the Bard’s Gate caravan and the mercenaries known as “The Pounders”
(see Areas 5 and 12 of The Camp in Part I—The Edge of Oblivion). They
were destroyed by an ambush of the gargoyles (see Area C6 in Part 2—The
Ghosts of Victory). Anything of value has been removed.

Creature: Munching contentedly on one of the dead horses is a single
mature slime crawler. It readily abandons its meal for a livelier repast
but shouldn’t prove to be much of a threat to the party.

MATURE SLIME CRAWLER
XP 1,200
hp 19 (See Chapter 6, Area Bé-6)

CR4
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R4. The Tar Pits of
Malerix (CR 15)

Some distance away rise the stained and pitted walls of the evil city
itself. Even the ramparts still seem somehow evil after all these years.
They stand against the backdrop of the high escarpment of the mighty
Stoneheart Mountains. The shadow of that forbidding massif makes the
city beneath appear to lie under a pall while taking nothing away from
the forbidding appearance of the walls. Between you and the city sits a
ring of stinking tar pits. Paths appear to lie between these morasses but
the way appears treacherous. Nothing grows in this brown ring around
the city.

Here lies the party’s final obstacle to reaching the temple-city of Tsar.
Unfortunately it is also the most deadly obstacle. The tar pits lie beyond the
city walls at the extreme range of the city’s largest catapults. During the battle
they threw all sorts of poisons and foul concoctions at the encircling enemy.
The result is this ring of tarry pools and sterile soil out to that range. The
characters can easily avoid the tar pits and find safe passage through them or
merely fly over them if they have the means. The tar pits should be treated as
quicksand for the purposes of swimming in them or rescuing characters from
them, but add +5 to all DCs related to these tasks, as the tar is much thicker
and more difficult to move in than quicksand (see the “Marsh Terrain” section
in Chapter 13 of the Pathfinder Roleplaying Game).

Creature: This area has become the abode of Malerix, a powerful mature
adult tar dragon. He resides in the shallow tar pools and patrols all of the
area within their radius. Treat Malerix as a deus ex machina to prevent the
party from attempting entry into Tsar prematurely. Let them realize they need
to gather some power and experience levels by exploring the Desolation in
order to face this challenge. If the party just naively approaches, let them see
signs of the dragon or catch hints of its approach (a bubbling tar pit, a shadow
over the sun, the flapping of massive wings) and retreat without incident.
If they fail to realize their danger, perhaps the dragon is full and merely in
a playful mood. Have him let the party go after killing only one or two of
the characters. If the party foolishly chooses to press ahead, let the chips fall
where they may. The players can always roll up new characters and use their
newfound wisdom to avoid similar mistakes in the future. The bottom line is
that the party should not try to enter the city until they are powerful enough to
have a realistic chance to defeat the dragon. Use the tar dragon as necessary to
steer the players in the direction you want them to go. The dragon has not built
up a collection of treasure, seeing instead the entire ruined city as his personal
hoard (though the inhabitants of the city probably have different ideas).

MALERIX CR15
XP 51,200

Male mature adult tar dragon (Creature Collection 51;
Pathfinder Roleplaying Game Bestiary “Dragon”)

CE Gargantuan dragon (earth)

Init +3; Senses blindsight 60 ft., darkvision 1,000 ft., low-light
vision, tremorsense 60 ft.; Perception +27

Aura frightful presence (210 ft., DC 19)

AC 35, touch 5, flat-footed 35 (-1 Dex, +30 natural, —4 size)
hp 212 (17d12+102)

Fort +16; Ref +9; Will +13

Defensive Abilities farred skin; DR 15/magic; Immune acid,
paralysis, sleep; SR 25

Speed 40 ft., 250 ft. (clumsy), burrow 40 ft. (includes tar)
Melee bite +25 (4d8+18/19-20), 2 claws +25 (4dé+12), 2 wings
+23 (2d6+6), tail slap +23 (2d8+18)
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Space 20 ft.; Reach 15 ft. (20 ft. with bite)

Special Attacks breath weapon (120-ft. line, DC 24, 4dé acid
plus entangle), crush (4dé6+18, DC 24), great bite, swallow
whole (2d12+12 acid damage, AC 25, 21 hp), tail sweep
(30-ft. radius, 2d6+18, DC 24)

Str 35, Dex 9, Con 22, Int 15, Wis 16, Cha 12

Base Atk +17; CMB +33; CMD 42 (46 vs. frip)

Feats Alertness, Cleave, Improved Critical (bite), Improved
Initiative, Improved Natural Attack (bite), Improved Natural
Attack (claws), Multiattack, Power Attack, Vital Strike

Skills Bluff +21, Intimidate +21, Fly +13, Knowledge (local)
+22, Perception +27, Sense Motive +27, Stealth +7, Swim +32
Languages Abyssal, Common, Draconic

Breath Weapon (Su) The tar dragon’s breath weapon is
literally its vomit, which it can disgorge in a 120 ft. line. This
foul-smelling load of bile is inky black and mucilaginous.
Any victim that fails a Reflex save (DC 31) is entangled
completely within the adhesive puke and is subject to
drowning rules and 4dé points of acid damage per round
of being entangled. A victim so caught may aftempt a
Strength check (DC 22) to pull himself part way out and
then another Strength check (DC 18) to extricate himself
completely. These Strength checks count as a move
actions. Those who make the Reflex save are only partially
caught requiring only the second Strength check to escape.
A victim is considered entangled until he completely
escapes the tarry bile.

The Strength checks are based on the minimum-required
discharge for the size of the opponent. The dragon can
store four loads at any one time. It regenerates a load every
second round. One load is required to capture a Medium
or smaller opponent, while a Large opponent requires
two loads. A Huge opponent requires three loads, and a
Gargantuan opponent requires four loads. It can discharge
all of its stored loads at once if it wishes. Anything less than
the required load only partially captures the opponent on a
failed Reflex save, and a successful save allows it to escape
completely.

The Reflex save is Constitution-based.

Great Bite (Ex) On a successful critical hit with its bite (or a
normal hit upon an immobilized or helpless opponent), the
dragon swallows whole a victim of up fo Huge size.

Tarred Skin (Ex) Bludgeoning and slashing weapons that
succeed in hifting the dragon’s touch AC become stuck
in the tarry substance that coats its body (identical to the
substance of its breath weapon). The dragon keeps itself
covered with its own tar, administering a load every few
hours. Stuck weapons can be pulled free with a DC 16
Strength check (as a move action).

Rs. Temple-City of Tsar

This city is detailed in the upcoming adventure Slumbering Tsar:
Temple-City of Orcus by Frog God Games.

Beyond the Desolation

It is very likely that the players will choose to venture somewhere
beyond the map of the Desolation and get into trouble you are not
prepared to adjudicate. To the west are the virtually impenetrable cliffs
of the Stoneheart Mountains stretching for hundreds of miles to the north
and south, but in every other direction the party eventually arrives at low,
broken hills as described in the chapter introduction above. If the party
elects to go in one of these directions, this is the perfect opportunity to
use your copy of The Mother of All Encounter Tables by Necromancer
Games to great effect. Role on the Overland Encounters table for
Temperate Daytime or Temperate Night as necessary in Hills. If you do
not have access to that resource, then use your own favorite encounter
table or use the one provided below.

Off the Map
Random Encounter Table

d% Encounter
01-03 Hill Giant: CR 7; hp 85
04-10 1d2 Grizzly Bears: CR 4; hp 42
11-13 1d2 Manticores: CR 5; hp 57
14-15 Bulette: CR 7; hp 84

16-17 Chimera, red dragon-headed: CR 7; hp 85
18-25 1d10+10 Orcs: CR 1/3; hp 6
25-27 1d4+1 Dire Boars: CR 4; hp 42
28-33 2d12 Goblins: CR 1/3; hp 6
34-35 1d2 Griffons: CR 4; hp 42
36-00 No Encounter
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Part 1 - The Tower of Weeping Sores

Chrough che haze of the recking pics Rises a dlack, evil-looking Forcress. lc squacs over
che gaces of che cicy (ike & demonic claw burscing Forech From che earch co clucch ac che
haced lght above. Cndless spikes procrude From ics oucer Face, many denc and droken
0y che machines oF war, duc many more scill dangling che skelecal Remains of chose whose
iltt-Faced accempes co dreach cheir heighcs Failed gruesomely. Che ground beFore che
walls is & pock-marked wasce oF cracers and pics, some sdll sceaming wich vile gases and
scrange miasmas. And Rrising above ic all, like & cyclopean spike driven inco the heare of
the Foreress, scands a cower oF scarred scone and scadrous modF — & house of uncold
horrors and unguessed tragedies. Rising above che Foreress of Kirash Ourgauc and che
Black Gaces of Csar scands che Cower of (Ueeping Sores.
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Introduction

Welcome to Slumbering Tsar: Temple-City of Orcus, second in the
three-part Slumbering Tsar Saga adventure series by Frog God Games.
If you are running this adventure, then it is likely that your players have
already experienced the rigors of Slumbering Tsar: The Desolation
wherein they were tested by the travails of the wastelands surrounding
the temple-city of Tsar. If they ran through that adventure, then they
should be around 11th level and have probably had the opportunity to
create replacement characters or adopt one of the many NPCs available
in that adventure as their own to carry on in the footsteps of one of the
Desolation’s many casualties.

Slumbering Tsar: Temple-City of Orcus consists of five parts: Part
I—The Tower of Weeping Sores, Part 2—The Lower City, Part
3—The Harrow Lanes, Part —The Crooked Tower, and Part 5—
Foundations of Infamy. While players may be looking for a breather
from the constant dangers of the wastes, they will find no such respite
here. If anything, the dangers within the ruined city are worse than those
that that lurked without its dark walls. This adventure is designed for
four to six 11th-level characters. By the end of this adventure, when
the characters are ready to complete the saga in Slumbering Tsar: The
Hidden Citadel, they should be about 16th level. As with the previous
adventure, a good mix of character classes is recommended, but in the
spirit of 1st Edition feel, combat abilities are crucial. Also like the prior
adventure, this one is exceedingly dangerous—characters will die!
There are opportunities to recover lost characters and some NPCs are
available to serve as potential replacement PCs, but be forewarned that
if players are loath to lose their favorite PCs they may want to roll up

new characters for this adventure series.

More than just adventures, this series is a mini-campaign that can
take your players’ mid-level characters far on their careers, provided
they survive. Each adventure is playable as a stand-alone module, but
to truly reap all of the rewards and grasp the fullness of the threat at
hand, they work best as a complete series. The adventures are set in
and around the environs of the ruined temple-city of Orcus known as
Tsar, where a great battle was fought between the disciples of Orcus
and the forces of Good. The first adventure encompassed a settlement
known as The Camp, which the party likely used as its base camp during
their explorations in and around the Desolation, a vast field of death and
destruction left by the long-ago war. The second part of the adventure
covers the abandoned ruins of the great temple-city itself—not quite
as abandoned as rumor would have one believe. Here the party must
explore the various nooks and crannies of the city to find the pieces
necessary to assemble a magical pentagram needed to summon the
great Citadel of Orcus that has been ripped from its place in reality and
set adrift across the planes. Only when the citadel has been recalled
to its home plane can the party venture into the third part of the series
exploring the massive Citadel of Orcus and finally the hidden Caverns
of the Barrier deep beneath, wherein a great secret, carefully guarded by
Orcus for millennia, waits to be discovered before it is too late. Each of
these adventures is like the layers of an onion that the party peels back
as they progress in their exploration until, finally, they reach the ultimate
goal of their quest and discover the sinister and true purpose and history
of this ancient redoubt of vile wickedness.
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While set in a generic world, these adventure do draw on background
and information presented in the Rappan Athuk—The Dungeon of
Graves series by Necromancer Games. Those adventures are not
necessary to run this adventure or any in the series. If you would like
to remove this adventure to your own campaign world entirely, you can
do so with little effort by ignoring the fate of Orcus’s followers and the
pursuing Army of Light following the Battle of Tsar or tailoring it to fit
the history of your own setting.

Adventure Background

Tsar the Evil, Temple-City of Orcus, the Black Gates of the Pit: all this
and more has this vast center of evil been aptly named. However, known
to few is the original name of this bastion of wickedness—St. Harul’s
Hold, shrine of a sainted patriarch of the churches of both Thyr and
Muir. Who this important religious figure was and what his relevance
may have been has been lost to obscurity, but it was he who first broke
ground for a small fortified chapel on this out-of-the-way plot of ground.
In the ages since, memory of these humble beginnings was lost to mortal
man, and over time the name of the hold’s name was shortened to just
St. Harul’s.

A thousand years ago agents of Orcus began infiltrating the order at St.
Harul’s and the small settlement that had sprung up around it, appearing
first as mendicant monks seeking freedom from religious persecution.
Why they chose to corrupt this obscure shrine none would know, but
because of its obscurity no one suspected the foul influence slowly
growing in the community. Subtly the corruption took hold first as town
leaders — secretly in league with Orcus — increased trade to the city
and began the establishment and upkeep of a north-south trade road.
Then as the town prospered and grew in wealth from the plans of these
leaders, the agents of Orcus gained greater political power and influence
in the development of the hold and the shrine. These corrupt leaders were
able to use their pull to get their own petitioners accepted as acolytes of
the shrine to slowly and systematically continue their corruption from
within. Within decades the last true clerics of Thyr and Muir had packed
up and left St. Harul’s (now shortened to Tsarul’s or just Tsar among
the citizenry) leaving it in the hands of politically powerful clerics who
had no true faith in those benign deities. Some, in fact, truly worshipped
Orecus in secret.

Within a century the small shrine and settlement had grown into a
full temple-city dedicated to the vile demon prince. Led by the terrible
Grand Cornu, highest disciple of Orcus on the mortal planes, and now
called simply Tsar (for which the goodly churches were duly thankful,
fearing the shame that would have been theirs had the name of one of
their saints been used in conjunction with such a festering boil of evil),
this fortified city placed a stranglehold on the lucrative trade between
the great southern kingdom and the exotic northern lands. The city grew
fat and rich on its prohibitive tariffs. Men and creatures of evil mien
came from all over, attracted to this growing center of organized Orcus
worship in the world. A road was cut through the nonhuman tribal lands
to the east bringing those brutal humanoids into the fold, and a port
city was established at the distant eastern coast to further expand Tsar’s
sphere of influence.

Finally several centuries ago the churches of Good could stand this
affront no longer. The churches of Thyr and Muir, somewhat diminished
from their heyday but still powerful at that time, gathered a delegation
of other good and neutral faiths and approached Graeltor, the last
overking to rule over the united southern kingdoms. At the behest of
these religious leaders, Overking Graeltor proclaimed a grand crusade
of all faiths and peoples to once and for all remove the blot that was Tsar
from the face of the land. The intellects of the time reckoned that if they
could confront all of Orcus’s followers concentrated in one place in the
defense of Tsar, they could forever eradicate the influence of the demon
lord from the world.

At the head of this great crusade Overking Graeltor placed his most
trusted advisor, the archmage Zelkor. A combined force of different
races, cthos, and even planes swept through the temple-city’s outer

defense posts. Then this Army of Light gathered out on the Plain of
Tsar for a horrific year-long siege that resulted in the creation of an
ecological wasteland that became known as the Desolation. Full details
on this massive military campaign can be found in Slumbering Tsar:
The Desolation.

After a year of exhaustive battle where it seemed the Army of Light
grew no closer to victory, the tide of war suddenly changed. In a
single night the precincts of the city emptied of defenders. This was
accomplished by powerful magic unleashed by the reigning Grand
Cornu of Orcus himself in conjunction with his entire hierarchy of
priests. A dimensional gate was opened within the city through which
the entire populace of the city marched only to reappear several miles to
the south beyond the encircling Army of Light. The exertion necessary
for this harnessing of magic drained the very life from the Grand Cornu
but enabled his entire force to escape the siege intact.

The Army of Light quickly scrambled to pursue the fleeing disciples
of Orcus. Suspicious of some sort of ploy, Zelkor left a company of
veteran knights under the command of the paladin-lord, Bishu, to enter
and secure the abandoned city. Then Zelkor led his crusader army in
pursuit of the fleeing army of Orcus. Both armies disappeared into the
distant Forest of Hope far to the south, and neither ever emerged. It
wasn’t until centuries later that adventurers discovered the Dungeon of
Graves and the ultimate fate of the Army Light, seemingly led into a trap
and destroyed to a man.

Bishu and his knights likewise followed their last orders and thundered
through the now-open Black Gates of Tsar. Meeting no organized
resistance they swept up through the terraces of the city to the Plateau
of the Demon Prince where they entered the very Citadel of Orcus. Not
long after that, the entire citadel disappeared from the city, ripped from
the mortal plane by powerful magic set to activate at a preordained time,
taking the knights inside with it. Decades later when a single knight did
emerge somehow from the lost citadel he rode his broken nag out into
the Desolation, which he continued to roam and haunt until the present
day (See “Martimus the Lost” in Slumbering Tsar: The Desolation).

Now the city remains empty save for the scavengers and creatures that
have wandered in over the years to lair among the crumbling buildings
and broken streets. Occasionally even these new denizens run afoul of
ancient guardians left behind by the disciples of Orcus that continue
to follow their last orders in defense of the temple-city. What defenses
could still remain among the desolate ruins? Why did the seemingly
victorious followers of Orcus never return to reclaim their sacred city?
Why did the Citadel of Orcus suddenly disappear after the city and
been abandoned, and what other latent magic may remain waiting some
preordained time to unleash its insidious influence? All of these secrets
lie sleeping within the Temple-City of Orcus.

Adventure Summary

The adventure begins as the party has won through the dangers of the
Desolation to the very doorstep of the city. There are several ways for the
party to enter the city, including the Black Gates themselves. However the
party enters they find themselves exploring the various locations existing
in the city as they head up the city’s terraces towards the Citadel of Orcus,
which seems to be missing. Through clues found in the city or perhaps hints
whispered by a familiar midnight peddler, the party learns that the citadel
has been hidden in a reality beyond this one. To bring the citadel back to
this plane they must recover the Nine Disciples — small statuettes lost in the
city — and erect them in a pentagram on the Plateau of the Demon Prince.

The quest for the Nine Disciples leads the party into all corners of the city
as they search for the missing idols. In the process the party encounters
numerous side quests and events. They also learn of the alignment-
warping effects of spending the night in the cursed city, which possibly
sends them back out into the Desolation for a cure to such corruption
said to be found there. Finally, with the Nine Disciples assembled on the
plateau, the adventure ends with the party able to call the Citadel of Orcus
back to this plane and gain entrance. That portion is covered in the final
adventure in the series, Slumbering Tsar: The Hidden Citadel.
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Adventure Hooks

The primary hook for this adventure is completion of the previous
adventure in the series, Slumbering Tsar: The Desolation However, if you
have not played that adventure, some of the adventure hooks from it have
been included here to serve as a platform for launching this adventure.

1. To Boldly Go: The Desolation is a largely ignored and unexplored
wasteland where two massive armies virtually smashed themselves to
pieces. Those who have braved its depths have hurriedly passed through
studiously ignoring the battleground around them and the ruined city it
surrounds. Surely something of value remains to be gleaned from such
a cataclysmic conflict of old. In this instance, the party, having gained
enough power to attempt it, can be one of the few to have ever tried
plumbing the great unknown that is the Desolation. Most have deemed
it too dangerous or devoid of anything of value, but there are always
legends of some great knight who fell on the battlefield clutching his
powerful sword that was never recovered or some powerful wizard
whose mighty staff disappeared in the melee and must still be lying out
there somewhere. Perhaps the party just wants to be the first to have
successfully braved the farthest corners of the Desolation and lived to
tell of it. Parties of a less lawful bent might be interested in the rumors
of burial mounds that were erected for noble warriors who fell in battle
and were interred with portions of their riches.

2. Trail Blazers: A party of this level has many connections gained over
their career. One of these, a merchant-lord and sometimes patron of
their expeditions, has his eye on the lucrative trade of the distant north.
There are fortunes to be made but the risks and expense are too great
to make caravans through the Desolation worthwhile. However, if a
party of proven adventurers could tame the area and open a safe trade
route, a monopoly on the new route could be established and a fortune
made by all. Maybe he wants someone to clear the monsters out of
the Desolation altogether, or perhaps he just wants a safe route to be
found that can easily be controlled and kept secret. Either way such
an endeavor has never been successfully accomplished, but if the right
group could be persuaded to undertake the task...

3. Land Grant: Rewards come in many forms to parties of successful
adventurers, not always just heaps of gold and magic items. For the
successful completion of a recent mission a king has bestowed upon
a member of the party noble title and grant to land at the farthest
flung reaches of his holdings. The land just so happens to be in the
Desolation. The party must come to the Desolation to try and not only
bring order to the Camp but tame the wilds of the Desolation as well in
order to establish their fiefdom. A variation on this theme is that a newly
ennobled baron has just received such a grant and needs to hire a party
of adventurers to reclaim his lands for him. Perhaps minor titles and
land grants await them if they are successful.

4. Save the Forest: If the party is of a more naturalist demeanor (druids,
rangers, barbarians, etc.) they could come to the Desolation in order to
erase the centuries-old blight from the lands. Common wisdom says
that surely some source of evil taint remains to keep the land corrupted,
so if such a taint were discovered and removed the forces of Nature
could begin their process of rehabilitating the accursed ground. Players
following this track could have some interesting interactions with the
Reclaimers at Area AS.

5. Sleepless Knights: A cleric of Muir has located in the temple archives
a set of orders issued by Zelkor during the Battle of Tsar that somehow
survived and were transported back to civilized lands. These orders
detail the assignment of the paladin lord Bishu and his company,
adherents to the faith of Muir, to hold the city of Tsar and await relief
from the Army of Light. Lord Bishu was always thought lost in the
Dungeon of Graves like the rest of the Army of Light. The fact that he
never returned and the possibility that he or some of his command may
have survived for some time at Tsar holding to their duty has ignited
the church hierarchy. What did Bishu accomplish during his time in
the city? Do his bones, surely now sacred relics of the church, still rest
there awaiting repatriation? Could he or any of his knights somehow by
the grace of the gods have survived all the intervening span of years and

man their posts still awaiting relief? The church cannot afford to send
any of its own on a possibly foolhardy mission into unknown danger
with only a small hope of success, but adventuring parties are often to
known to undertake such assignments.

6. Sinister Secrets: Zelkor was not the only one suspicious of the disciples’
sudden withdrawal from the city after the Battle of Tsar. The record of
that event is well-known and has been pondered by many since that day.
Was it all just to trap to destroy the Army of Light at Rappan Athuk?
If so why not reoccupy Tsar, a vast and defensible temple-city along a
lucrative trade route, instead of settling for a dingy hole in the ground
in some far flung forest. Could the entire withdrawal and debacle in the
Forest of Hope have been a ruse within ruse to draw attention away
from seemingly abandoned Tsar for some other, altogether unguessed
reason? Questions such as these and more have been on the minds of
the patriarchs of the temples of Thyr and Muir for some time. Now
they wish to send in a small group to infiltrate the unplumbed ruins and
discover what sinister secret may have been kept so well for so long.
This hook works well with parties of a noble or holy content. It could
also be used in conjunction with Adventure Hook 5 above.

GM Notes

This module, and in fact the entire series, is designed to provide
the players with great freedom in where they go and what they do.
Familiarize yourself with the entire adventure including the NPCs and
their motivations. These NPCs and the many clues and encounters can
guide the players in what directions they might go, but allow them to
make their own choices. Don’t be afraid to let foolish players suffer for
poor decisions if they get in over their heads, but if innocent mistakes
or unlucky rolls are to blame you might allow a well-played party the
opportunity to withdraw from overwhelming encounters (if they are wise
enough to do so).

As the party progresses through the various encounter areas, allow them
to add experience points and level up, if applicable, whenever they stop to
camp or rest for any significant period of time. A good way to adjudicate
this is to allow let them add their experience points to their characters
any time they stop long enough for the spellcasters to regain their spells.
The adventure is designed to bring a party of six 11th-level characters up
to 16th level by the end. Parties of four characters can reach as high as
17th or 18th level. Allow them to do so. The encounters in the adventure
can be played in any order the characters see fit even if they come face
to face with opponents who are too powerful for them. As mentioned,
characters are likely to die, and opportunities to recover those characters
or introduce replacement characters have been written into the adventure.
Regardless of the order that the encounters are run, the Nine Disciples
must be assembled on the Plateau of the Demon Prince in order for the
party to gain entrance to the Citadel of Orcus covered in Slumbering
Tsar: The Hidden Citadel.

In addition, it should be noted that due to the serial release of this
adventure in sections, not all of the information necessary to run a
complete campaign may be present in a single chapter. For instance, Part
1—The Tower of Weeping Sores covers the walls, gates, and gate fortress
that guard entry into the city, they do not describe what lies beyond those
entrances. Furthermore, the Pall over Tsar (as described in Part 2—The
Lower City) affects the gates and gate fortress as well but is not repeated
herein. As a result, it is better to have most or all of a given adventure’s
parts before running it to ensure that some vital information is not being
missed.
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Chapter 1:
The Black (Gates of T'sar

Rising like a ruptured boil from the bleak terrain of the Desolation
stand the Black Gates of Tsar. Countless prisoners being dragged in
chains and opposing generals marshalling their besieging armies have
looked on these massive portals and despaired. They seem to defy all
who seek to enter unbidden and promise no escape for those brought in
against their will. Rising from the center of the Black Gates is the great
fortress of Kirash Durgaut and its Tower of Weeping Sores. Sweeping
out to either side of the gates are the seemingly endless gray walls of
the city festooned with formidable towers as they rise back towards
the mountain face.

There are no random encounters for the gates and walls themselves
other than those included in the original encounter areas themselves.
Any encounters inside the walls should be rolled on the random
encounter tables in the chapters describing The Grunge and The
Dread Swamp (see Part 2—The Lower City). Any random encounters
occurring outside the walls should be rolled on the table provided for
the Desolation in Chapter 3: Overview of Tsar (see Part 2—The Lower
City). The encounter areas of The Black Gates of Tsar begin with a
“B” and are followed by a numeral designating the specific encounter.
Different areas in the encounters are designated by a hyphenated
number following the “B” and the numeral. For example the Iron
Tower is identified as B2-3.

Note: Due to the extensive size of the fortress Kirash Durgaut, it is
not described in depth in this chapter. Details of this fortress and its

dread tower can be found in Chapter 2: Kirash Durgaut.

Br. Kirash Durgaut
and The Tower
of Weeping Sores

This massive citadel stands like a breakwater between the Black Gates,
allowing opposing armies to smash themselves like waves against its

battle-scarred walls. See Chapter 2 for details of this area.

A Word About Siege Undead

Throughout the Black Gates and Kirash Durgaut are references to
bonemen, meatmen, and sandmen. These are all types of an undead
creature known as siege undead. Siege undead first appeared in
Creature Collection II: Dark Menagerie by Sword and Sorcery
Studio, but information on them is repeated here for your convenience.

“Siege undead” is a collective term for three different types of
undead creatures that may be crafted from a single corpse. The
formula for doing this was hit upon by a mysterious individual
found living among the dregs of the city in its Grunge quarter (see
Part 2—The Lower City for more details) during the latter stages
of the Battle of Tsar. By then the casualty count was becoming so
high that there were insufficient able bodies to continue defending the
city effectively and even those reanimated as undead soldiers did not
number enough to meet the needs of the war. In order to maximize
the value of each dead soldier who was raised to fight again for the
city, the unique methodology for fashioning three undead soldiers
from a single cadaver was developed. Thus from the application of
this magical formula on a single corpse, each of the following three
types of undead was created:

Boneman: Often mistaken for a normal skeleton, a boneman is
held together by nails, rivets, and bits of wire. To create a boneman, a
cadaver’s entire skeleton was carefully removed and any cartilaginous
or soft-tissue attachments strengthened or replaced with the wire and
nails. Though fast, they are fairly jerky and uncoordinated. However,

unlike the other siege undead forms, the brain of the cadaver remains
within the boneman giving it a rudimentary intelligence and placing it
in positions of authority over the other siege undead types.

Meatman: The creation of a meatman requires a cadaver’s skin to
be peeled off and the entire skeleton to be removed as carefully as
possible to avoid damaging the underlying muscle tissues. The bones
are then replaced with wooden rods or metal bars, and the muscles
are sewn back up. Because of the lack of delicate bone structures
such as hands, weapons are affixed directly to the rods at the ends of
the creature’s arms. In concealing clothing or armor, at a distance a
meatman can be mistaken for a man holding a blade, but at a closer
range, the stench of rotten meat is a dead giveaway.

Sandman: When the skin has been peeled from the cadaver for the
creation of a boneman and a meatman, if this covering remains fairly
intact it too can serve in the creation of an undead soldier. First it is
carefully sewn back up, and then its orifices are likewise sealed shut
with tar and wax, save for the mouth. Through this orifice, the entire
thing is then filled with a mixture of wet sand and small stones, before
the mouth, too, is sealed shut. The small stones tend to collect in and
around lacerations in the skin, preventing the escape of too much
sand. The result is a bulky undead creature that is slow and lumbering
but extremely tough.
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B2. The Black Gates

The actual Black Gates consist of far more than the portals themselves.
They comprise the entire bailey and surrounding fortress structures
combined to form a terrible death trap for enemy forces that should
actually happen to break through the outer gates and enter a bailey
where archers and javelin throwers line the walls. Standing in the midst
of this parade ground is the formidable Iron Tower providing additional
firepower to rain down upon enemies trapped within the bailey. The
inner gates allow eventual access to the city for those powerful or
fortunate enough to break through. Anchoring this entire complex is the
forbidding Kirash Durgaut.

B2-1. Quter Gates (CR 9)

Massive portals of black-stained, heavily scarred wood rise 30
feet, banded with adamantine, pitted with age, but still strong. The
huge hinges of these gates are protected — nested in the stone of
the surrounding wall. Above these gates are shallow arches blocked
by vertical iron bars. Above this are the crenellations of the stone
wall walks.

These gates flank the bulk of the fortress of Kirash Durgaut.
The walkways are 40 feet above the ground and 20 feet wide with
crenellation along the inside and outside edges. The walkways
connect between Kirash Durgaut and the curtain fortresses. The gates
themselves are 8 feet thick and enchanted for strength. When the city
was abandoned, Lord Bishu and his knights found the north gate open,
allowing access to the city. That gate still stands open wide enough
for two riders to pass through abreast. The south gate remains closed

and barred. Six massive steel bars run along the inside of each gate
and can only be raised with winch mechanisms set into the inside
face of the walls, further reinforcing them. Four huge adamantine
chains have been attached to the insides of the gates by massive bolts.
Opening the gates required four stone giant slaves tugging these chains
simultaneously.

Creatures: Atop each of these walkways crouch 15 sandmen. They do
not move to engage unless attacked or until someone actually enters the
bailey (Area B2-2). They then rise from their positions of cover and rain
broken stones that have been piled along the inside merlons. These have
only a range increment of 10 feet out from the wall but inflict +4 damage
as they gain momentum from their 40-foot drop. The siege undead have
cover against those on the ground.

SIEGE UNDEAD, SANDMAN ROCKHURLERS (15)
XP 600

Creature Collection Il: Dark Menagerie 153
NE Medium undead

Init —3; Senses darkvision 60 ft.; Perception +0

CR2

AC 10, touch 7, flat-footed 10 (-3 Dex, +3 natural)
hp 27 (5d8 plus 5)

Fort +1; Ref —2; Will +4

Defensive Abilities channel resistance +2; Immune
bludgeoning and piercing weapons, undead fraits

Speed 20 ft.

Melee 2 slams +6 (1d8+3)

Ranged rock +1 (2d8+4 [+8 from rooftop])
Special Attacks blinding, rock throwing (10 ft.)

Str 16, Dex 5, Con —, Int —, Wis 10, Cha 10
Base Atk +3; CMB +6; CMD 13
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Feats Toughness®

Blinding (Ex) When a sandman is struck by a slashing or
piercing weapon, it sprays a line of sand out of the wound
in the direction of the enemy that struck it to a distance of
10 feet. Anyone within that line of sand must make a DC

15 Reflex save or be blinded for 1d4 rounds. The save DC is
Strength-based.

Rock Throwing (Ex) The sandman rockhurler is an
accomplished rock thrower, gaining a +1 racial bonus on
attack rolls with a thrown rock. The range increment is 10
feet, but do not count the vertical drop of the rock from a
battlement or rooftfop as part of the range increment up to
a distance of 50 feet. Add +1 damage for each vertical 10
feet that the rock falls when thrown as it picks up speed.

Adamantine-Banded Wooden Gates: 8 ft. thick; Hardness
10; hp 2,000; Break DC 75; Drag wt. to open (if unbarred or
broken) 40,000 Ib.

B2-2. Bailey (CR 12 or 18)

A wide parade ground occupies the area sandwiched between the
gate fortresses. Lanes formed by the massive central fortress of the
gate complex feed into this area from the outer gates. Smaller inner
gates lead north and south into the city proper. Battlements line
the roofs of the fortresses overlooking this bailey, and standing in
the center of the this field like a cyclopean needle is a tall tower
composed of riveted iron plates coated with a patina of red rust.
Narrow arrow slits look down from this strange tower in all
directions, and it has no visible entrance.

Creatures: The hard-packed earth of this bailey hides a hideous defense
force merely waiting for intruders to penetrate this area before rising in
explosions of dried earth to attack. Buried throughout the yard are total of
50 bonemen. Their attack is joined by the siege undead atop the curtain
fortresses (Area B2-4), outer gates (Area B2-1), and the rear battlement
(Area B2-5), as well as the marrow knights and siege undead from the
inner gates (Area B2-6) and the attacks of the Dokkalfoer from the Iron
Tower (Area B2-3). This combined force if encountered simultaneously
raises the area’s CR to 18.

SIEGE UNDEAD, BONEMEN (50)

XP 400

Creature Collection Il: Dark Menagerie 151
NE Medium undead

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

CR1

AC 17, touch 10, flat-footed 17 (+3 armor, +2 natural, +2
shield)

hp 13 (2d8+4)

Fort +2; Ref +0; Will +3

Defensive Abilities channel resistance +2, half damage
slashing and piercing; Immune cold, undead fraits

Speed 40 ft.
Melee longsword +2 (1d8+2/19-20) or 2 claws +2 (1dé+2)

Str 14, Dex 11, Con —, Int 5, Wis 10, Cha 14

Base Atk +0; CMB +2; CMD 12

Feats Improved Initiative

Skills Climb +3, Perception +4

Languages Common (cannot speak)

Gear studded leather armor, heavy wooden shield,
longsword

B2-3. The Iron Tower (CR 15)

Riveted plates of rusty iron compose the shell of this 80-foot tower.
Its interior is a single spiral stair rising through the tower’s center to an
octagonal room at its peak. Arrow slits look out from each face of this top
chamber. Etched into the 15-foot-high iron ceiling of this top chamber is
a huge face with large, blank eyes and pronounced cheekbones. There are
no entrances in the tower’s exterior, though a trapdoor at the base of the
spiral stair leads to a tunnel running 20 feet below the surface of the bailey
to the southern curtain fortress (area B2-4).

Creature: This tower is unoccupied save for a strange inhabiting
presence known as the Dokkalfoer. The face etched into the ceiling of
the top chamber of the tower is the focus of this unusual creature, though
its body is actually the entire iron tower, which it animates to some extent.
The Dokkalfoer uses its illusory powers to send a hail of arrow fire down
on intruders in the bailey (Area B2-2).The damage these inflict seems real
unless PCs manage to penetrate the interior of the tower to see the face in
the upper room and there the truth about the absence of archers. Then a
DC 32 Will save (with +15 circumstance bonus) is allowed by those PCs
that witness this to disbelieve any damage sustained from these attacks. If
the tower or the Dokkalfoer’s focus is destroyed, then any illusory damage
automatically disappears.

DOKKALFOER
XP 51,200
hp 288 (See Monster Appendix)

CR15

Iron Tower Walls: 1 ft. thick; Hardness 10; hp 270 per 10-ft.-by-
10-ft. section; Break DC 40.

B2-4. Curtain Fortresses (CR 11)

These long fortresses extend from tall, square towers at their western
end, which anchor the inner gates to towers at their eastern end that anchor
the outer gates and from which walkways connect to Kirash Durgaut. A
slender, central tower in each of these fortresses marks the junction where
they connect with the city walls (see Area BS). The battlements running
along the top of these fortresses are 40 feet above the bailey and the walls
beneath are solid stone built upon an earthen core.

The western towers are each 50 feet high with a clay tile roof. The bases
of these towers are also solid stone and earth. An outer stair climbs 40
feet along the wall of these towers ending at barred wooden doors. Within
is a level of guard rooms, armories, mess halls and barracks — all now
abandoned. Another heavy door opens out onto the battlement of the
fortress. The central towers are a single floor of strong rooms atop the
battlement. Heavy doors exit onto the battlements to the east and west,
and another leads to a stair that descends to the city walls. A central room
in each of these towers has a spiral stair leading to a guard house atop the
tower roof which is likewise surrounded by a battlement.

The southern of these towers has a secret door in the floor (DC 20
Perception check to find) that hides a spiral stair leading down into
the ground and eventually to a tunnel traveling beneath the bailey that
connects the fortress to the Iron Tower (Area B2-3). The eastern towers
have a single heavy wooden door opening onto the battlement of the
fortress, and another opening onto the wall walks that pass over the outer
gates. They too consist of a single floor of guard rooms and storage areas
— now long empty — covered with a clay tile roof. These roofs of the
easternmost towers are smashed through and broken in many places from
the bombardments by siege engines in the long-ago war, though they are
still structurally intact.

Creatures: The stench of death hovers over the roofs of these fortresses.
Sprawled upon the battlement roofs of each are 24 meatman archers.
They lie still, awaiting intruders in the bailey below or until they
themselves are approached or attacked. If intruders enter the bailey below,
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they rise and begin to fire the bows that have been attached to their arms
in place of hands. The creatures’ own sinews serve as strings for the bows
and each wears two quivers holding 40 arrows altogether.

SIEGE UNDEAD, MEATMAN ARCHERS (24)

XP 600

Creature Collection Il: Dark Menagerie 152
NE Medium undead

Init +0; Senses darkvision 60 ft.; Perception +0
Aura frightful presence (30 ft., DC 12)

CR2

AC 16, touch 10, flat-footed 16 (+4 armor, +2 natural)

hp 22 (4d8 plus 4)

Fort +1; Ref +1; Will +4

Defensive Abilities channel resistance +2; Immune undead
traits

Speed 30 ft.
Ranged mwk composite longbow [+5 Str] +5 (1d8+5/x3)

Str 20, Dex 10, Con —, Int —, Wis 10, Cha 10

Base Atk +3; CMB +8; CMD 18

Feats Weapon Focus (composite longbow)®

Gear studded leather armor, masterwork composite
longbow [+5 Str]l—attached to arm, 40 arrows

B2-5. Rear Battlement (CR 11)

This battlement is nothing more than a solid curtain wall, 30 feet high,
with a platform overlooking the bailey below. A double stair descends
from the rear of the platform into the city below. On each wing of this
platform is a heavy winch that provides the means through which a series
of chains can open or close the inner gates, though both currently stand
open. Two creatures using the winches can open or close the gates in 5
rounds.

Creatures: Stationed upon this platform are 30 sandmen. They crouch
behind the platform’s battlements waiting for intruders to enter the bailey
below or climb atop their own position. If attacking intruders in the
bailey, they hurl broken rock fragments that have been stacked against
the battlement. These missiles have a range increment of 10 feet (not
including vertical distance) and gain a +4 damage bonus from the velocity
they gain in falling 40 feet upon attackers below.

SIEGE UNDEAD, SANDMAN ROCKHURLERS (30)
XP 600
hp 27 (See Area B2-1)

B2-6. Inner Gates (CR 10)

These heavy wooden gates stand 30 feet high and are opened by means
of winches set atop the rear battlement (Area B2-5). Both of these gates
currently stand open.

CR2

Creatures: Waiting at each of these gates around the corner from the
bailey, with the patience of undeath, is an attack force. Each of these groups
is composed of 12 meatmen led by 2 marrow knights. Marrow knights
resemble skeletal centaurs but are actually crafted from the skeletal torso
of a knight magically bonded to the body of his own steed. They wait for
intruders to enter the bailey or approach them from within the city before
they attack. If they charge against foes within the bailey, sandmen at Area
B2-5 immediately begin closing the inner gates behind them to close their
trap. The marrow knights charge immediately while the meatmen rush to
catch up and engage the intruders.

SIEGE UNDEAD, MEATMEN (12) CR2
XP 600

Creature Collection Il: Dark Menagerie 152

NE Medium undead

Init +0; Senses darkvision 60 ft.; Perception +0

Aura frightful presence (30 ft., DC 12)

AC 16, touch 10, flat-footed 16 (+4 armor, +2 natural)

hp 22 (4d8 plus 4)

Fort +1; Ref +1; Will +4

Defensive Abilities channel resistance +2; Immune undead traits

Speed 30 ft.
Melee 2 blades +8 (1d6+5/19-20)
Special Aftacks rend (2 blades, 2dé+7)

Str 20, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +3; CMB +8; CMD 18

Feats Toughness®

Gear studded leather armor

MARROW KNIGHTS (2)

XP 1,600

Creature Collection Revised 120

NE Large undead

Init +6; Senses darkvision 60 ft.; Perception +15

CR5

AC 19, touch 9, flat-footed 19 (+8 armor, +2 natural, -1 size)
hp 90 (12d8+24 plus 12)

Fort +6; Ref +6; Will +8

Defensive Abilities channel resistance +4; DR 10/
bludgeoning; Immune undead traits

Speed 60 ft.

Melee lance +13/+8 (2d6+6/x3), 2 hooves +7 (1dé+2) or
greatsword +12/+7 (3d6+6/19-20), 2 hooves +7 (1dé+2) or 2
claws +12 (1d6+4), 2 hooves +7 (1d6+2)

Ranged longbow +10/+5 (1d8/x3)

Space 10 ft.; Reach 5 ft. (10 ft. with lance)

Special Attacks spurs, frample (2dé+6, DC 20)

Str 18, Dex 14, Con —, Int 10, Wis 10, Cha 14

Base Atk +9; CMB +14; CMD 26 (30 vs. trip)

Feats Improved Initiative, Mounted Combat, Ride-By Attack,
Spirited Charge, Toughness, Weapon Focus (lance)

Skills Acrobatics +7, Perception +15, Stealth +6, Survival +12
Languages Common

Gear half-plate, lance, greatsword, longbow, 20 arrows

Spurs (Ex) Bone spurs protruding from the flanks and limbs
of a marrow knight serve as a measure of defense against
those aftempting to grapple it in combat (including
aftempts to leap on its back, bite attacks, or combat
maneuvers that involve bodily contact). Those attempting
fo do so must make a DC 20 Reflex save each round of
potential contact or take 1d10 points of damage. The save
DC is Strength-based.
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B3. Sunken Gates

The northeastern gates to the city of Tsar guarded access for the
secondary road known as the Dolorous Way. These towers of black
stone once stood 50 feet high flanking the heavy gates between them.
After the fall of the city and the flooding of the city’s northern sections,
the foundations of the Dolorian Gate were undermined and have since
begun to sink. Now the formidable gates stand in a dark pool of stagnant
water as they slowly succumb to gravity and sink ever further into the
swamp.

B3-1. Gate Pool

Two towers stand in the center of a swampy pool that extends
out from the city’s northernmost gate and covers more than five
acres of the surrounding land. Though once probably a formidable
barrier, the gates themselves are missing — rusted and broken
hinges bearing mute testimony to the effects of decay and the
ever rising water on the former portals. In addition, the flooding
seems to have undermined the foundations of the flanking gate
towers. The southern tower still rises a majestic 40 feet above
the pool, but the northern tower has subsided quite a bit, rising
barely 20 feet above the pool, leaning slightly to the south and
showing obvious signs of collapse and deterioration. It looks like
its ready go over at any moment. On the eastern edge of the pool
an old rowboat has been pulled up and beached on the muddy,
reed-grown bank.

Though old and battered, the rowboat is perfectly safe. It can hold up
to eight Medium creatures if they crowd in, and lying across its benches
is a pair of oars seemingly waiting to be placed in the oarlocks and
put to use. Despite its suspicious nature, there is nothing unusual or
dangerous about the boat. The water of the pool is brackish and murky
with visibility of only a few inches. The bottom of the pool is a slick,
silty muck and drops away quickly from the edge to a depth of 20 feet
at the pool’s center.

Wooden Rowboat: 2 in. thick; Hardness 5; hp 20; Break DC 25.

B3-2. Boggy Waters (CR 1)

The rising gate towers seem to lean together menacingly above
the flooded gateway. Their bulky shadows block the light of day
and keep this opening in a perpetual boggy twilight. Water lilies
float on the still surface and reeds grow out of the pool in clumps
around the towers’ bases. Fooled by the omnipresent gloom, the
sounds of nocturnal frogs become clearly audible the closer one
gets to the gateway. Further completing the picture of twilight
are the fireflies or glowing swamp gases that bob above this
benighted pool.

Creature: The span of water between the gate posts is the demesne of
a living bog. This bloated creature lurks here feeding on the frogs and
water birds that wander through the area. It is an amorphous creature that
comprises the entire boggy section in between the gate towers. Some
sadistic denizen of the city learned of the creature’s presence and left the
inviting rowboat at the pool’s edge. The bog is aware of the mummies
at Area B2-4 but does not interfere with them since it instinctively
knows that they sometimes leave it diseased corpses to feed on. Anyone
swimming, rowing or otherwise traveling into the living bog’s area must
make a DC 20 Survival check to notice anything out of the ordinary.
It opens its attacks by detonating a swamplight to try and destroy any
watercraft intruders may be employing and deposit them in its grasp. The

bog mummies at B3-4 are unaffected by these blasts since they lie beneath
the water.

LIVING BOG

XP 12,800

Creature Collection lll: Savage Bestiary 136
N Gargantuan ooze (aquatic)

Init -5; Senses blindsight 40 ft.; Perception -5

CR11

AC 1, touch 1, flat-footed 1 (-5 Dex, —4 size)
hp 138 (12d8+84)

Fort +11; Ref —1; Will -1

Immune ooze fraits

Speed 20 ft., swim 20 ft.

Melee slam +16 (4dé+16 plus poison and grab)
Space 20 ft.; Reach 15 ft.

Special Attacks create swamplights, incendiary burst,
swamp gas

Str 33, Dex 1, Con 24, Int —, Wis 1, Cha 1

Base Atk +9; CMB +24 (+28 grapple); CMD 29 (can't be
fripped)

Skills Swim +19

SQ boglike

Boglike (Ex) A motionless living bog so closely resembles

a stretch of boggy ground that a creature about to walk
info one must make a DC 20 Survival check to discern the
difference.

Create Swamplights (Su) At will, as a standard action, a
living bog can create swamplights, small hovering spheres
of light similar to those made by a dancing lights (caster
level equals the living bog's HD).

Incendiary Burst (Ex) Seven times per day, as a free action,
a living bog can cause one of its swamplights to explode.
The resulfing 50-foot burst deals 7dé points of fire damage to
any creature within the area (DC 23 Reflex, half). The save
DC is Constitution-based.

Poison (Ex) Slam—injury; save DC 23; frequency 1/round for
10 rounds; effect 1d4 Strength damage; cure 2 consecutive
saves. The save DC is Constitution-based.

Swamp Gas (Ex) At will, as a standard action, a living bog
can release a cloud of swamp gas similar in effect to a
stinking cloud (DC 23). Twice per day, it can make this cloud
similar to a cloudkill spell (DC 23). In each case, the area of
the cloud is 30 feet radius, but it otherwise functions as the
appropriate spell. The save DCs are Constitution-based.

Treasure: For anyone diving to the bottom of the pool 12 feet down, a
DC 18 Perception check locates a charred troll skeleton half-buried in the
silt. Upon one finger is a bluestone ring of climbing.

B3-3. South Tower

Though superficially intact, this tower is actually in far worse shape than
the northern tower. The bottom floor of the tower is under 10 feet of water.
The roof and every floor below have collapsed filling the bottom with
flooded rubble and leaving the walls of the tower as a brittle, hollow shell.
Anyone climbing on these walls or causing structural damage (i.e. with a
battering ram, explosive spells, etc.) has a 35% chance each round or with
each attack to cause a partial collapse dealing 6d6 points of damage to
anyone within 20 feet (DC 17 Reflex save for half).
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B3-4. Mudbars (CR 8 or 9)

The side of the crumbling, leaning northern tower has a gaping
hole opening at water level just north of this position. Standing
silently in this shadowy, cavelike opening is a single humanoid
figure. At this range it is difficult to tell if it is a statue or living
creature just standing impossibly still.

Beneath the murky water at this location, large mudbars of silt have
formed only a foot below the surface. If the party is in a boat, unless
someone is taking soundings or they just happen to take the right route the
boat grounds on the mudbar and characters must get out and make a DC
22 Str check (+2 for every 100 Ib. in the boat) to push it off.

Creatures: This is not as easy as it sounds, as 2 bog mummies lic on
these mudbars (one on each) and arise to attack as soon as PCs intrude upon
their resting place. As soon as combat begins, one of the bog mummies at
Area B3-5 stalks across the silt to join in the fray. The bog mummies look
like desiccated humans wrapped in mud encrusted rags, their flesh stained
almost black from long exposure to the mud. Movement on the mudbar
is the equivalent of a shallow bog as described in the “Marsh Terrain”
section in Chapter 13 of the Pathfinder Roleplaying Game.

BOG MUMMIES (2)

XP 2,400

The Tome of Horrors Complete 75

CE Medium undead

Init +4; Senses darkvision 60 ft.; Perception +14

Aura despair (30 ft., paralyzed for 1d4 rounds, Will DC 16
negates)

CR &

AC 18, touch 10, flat-footed 18 (+8 natural)
hp 60 (8d8+16 plus 8)

Fort +4; Ref +2; Will +8

DR 5/—; Immune undead fraits; Resist fire 10
Weaknesses vulnerability fo cold

Speed 20 ft., marsh move
Melee slam +10 (1dé+4 plus bog rof)
Special Attacks create spawn

Str 17, Dex 10, Con —, Int 4, Wis 14, Cha 15

Base Atk +6; CMB +9; CMD 19

Feats Improved Initiative, Skill Focus (Perception), Toughness,
Weapon Focus (slam)

Skills Perception +16, Stealth +11

Languages Common

Bog Rot (Su) Supernatural disease—slam; save Fort DC 16;
onset 1 day; frequency 1 day; effect 1dé Str, Dex, Con, or
Cha (determine randomly using 1d4); cure —. Creatures
afflicted with bog rot do not heal naturally and gain only
one-half benefit from magical healing until the disease

is cured. Unlike normal diseases, bog rot confinues untfil
the victim reaches Constitution 0 (and dies) or receives
aremove disease spell or similar magic. The save DC is
Charisma-based.

Create Spawn (Su) Any humanoid that dies from bog rot
becomes a bog mummy in 1d4 days unless a remove
disease is cast (within one day after death) or the creature
is brought back to life (raise dead is ineffective, but
resurrection or frue resurrection works). Spawn are under
the command of the bog mummy that created them and
remain enslaved until their death. They do not possess any
of the abilities they had in life.

Despair (Su) All creatures within a 30-feet radius that

see a bog mummy must make a DC 16 Will save or be
paralyzed with fear for 1d4 rounds. Whether or not the save
is successful, that creature cannot be affected again by
the same bog mummy’s despair ability for one day. This is
a paralysis and a mind-affecting fear effect. The save DC is
Charisma-based.

Marsh Move (Ex) Bog mummies can move at their normall
movement speed through mud, marshes, and swamps with
no penalty.

B3-s. Flooded Overlook (CR o)

The outer wall of the gate tower has collapsed here leaving
one entire side of a room open to the swamp pool beyond. Two
of the room’s other walls have partially collapsed inward leaving
treacherous rubble piles to support the sagging ceiling. A broken
and sagging door exits through the room’s one intact wall. The floor
of this chamber is under about an inch of water almost all the way
to the northern door.

Creatures: This room serves as the resting place for 3 bog mummies.
Unless it has already been encountered at Area B3-4, one is always
standing silently at the edge of this chamber looking out over the
submerged mudbars. The other two slump in corners of this room and
attack only if the area is entered. These are all the remains of members of
the tower guard who fell in battle during the war. Their bodies were stored
in the tower’s cellar for later burial and forgotten. As the swamp crept in
and the tower sank, they were preserved and eventually rose as mummies.
After managing to burrow themselves out from the bottom of the pool
they began using the tower as their lair.
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BOG MUMMIES (3)
XP 2,400
hp 60 (See Area B3-4)

B3-6. Collapsed Guard Room (CR 5)

Once a guard room, the collapsing roof of the tower above and
walls of this chamber have fallen together to form a dome of
rubble that seems to be fairly stable. A narrow tunnel leads out
of this room to the west, and an old corridor, now caved-in after
only a few feet, once headed east. A dried, desiccated humanoid
corpse, its legs pinned beneath the rubble of this collapse, lies on
the floor here.

CR &

Creature: Near the end of the battle for Tsar, an attack by a siege engine
caused part of this tower’s roof to cave in. A guardsman was pinned in
this collapse and left for dead when his comrades joined the retreat from
the city. Left alone and trapped, he eventually died, though he did not rest
easy. The guardsman now exists as a mummy. He entered his current
state before the flooding of the tower and thus is not a bog mummy like
the others found here. Though it appears, to be pinned by its legs, the
mummy has actually managed to tear off its own legs below the knees and
is quite capable of movement. It just likes to lie by the rubble pile giving
the appearance that it is pinned to draw potential victims closer before it
attacks.

MUMMY
XP 1,600
hp 60 (Pathfinder Roleplaying Game Bestiary “Mummy”)
Speed 10 ft. (due to ifs legs being severed at the knees)

CR5

B3-7. Hidden Entrance

Concealed back in the shadows of the tower’s corner is an out-of-the-
way entrance noticeable on a DC 18 Perception check. Once an arrow slit,
the mortar and stone collapsed outward forming a narrow doorway. The
lip of this entrance is just above water level, though as the tower sinks it
will eventually flood. The water beyond its edge is a full 20 feet deep. The
remnant of a room beyond still has an intact door leading to Area B3-8 as
well as a narrow passage through the rubble to Area B3-6.

B3-8. Abandoned Quarters (CR 7)

Once somebody’s quarters, this chamber has weathered the
sinking and collapse of the tower better than other parts. The rotten
remains of a bed lie in a pile against the south wall. On the north
wall is a splintered weapons rack. A single arrow slit looks out over
the bog and allows creeping vines and mosses to grow in the room.
Protruding from the alcove is a hoary, old tree trunk that appears to
have grown through the floor at one time long ago.

Creature: Once the gate commander’s quarters, it is now the lair of a
bonesucker. It stands in the shadowy alcove and is easily mistaken for
a tree trunk unless a DC 21 Spot check is made or someone approaches
within 10 feet of it. It attacks if anyone attacks or comes in range.
Otherwise it attempts to snatch the last person to leave the room. It goes
out through Area B3-7 to hunt in the swamp and leaves the mummies
alone, seeing them as useful guards for its lair.

BONESUCKER

XP 3,200

The Tome of Horrors Complete 81
NE Large aberration

Init +5; Senses all-around vision, darkvision 90 ft.; Perception
+19

CR7

AC 17, touch 11, flat-footed 15 (+1 Dex, +1 dodge, +6é
natural, -1 size)

hp 60 (8d8+24)

Fort +5; Ref +5; Will +7

DR 10/magic; Immune flanking

Speed 20 ft.

Melee 4 tentacles +9 (1d4+4 plus grab and liquefy bones)
Space 10 ft.; Reach 10 ft.

Special Attacks constrict (1d4+4 plus liquefy bones)

Str 18, Dex 13, Con 17, Int 10, Wis 12, Cha 13

Base Atk +6; CMB +11 (+15 grapple); CMD 23

Feats Dodge, Improved Inifiative, Lightning Reflexes, Skill
Focus (Perception)

Skills Climb +15, Percepftion +19, Stealth +8, Swim +15
Languages Aklo

All-Around Vision (Ex) A bonesucker’s symmetrically placed
eyes allow it to look in any direction, bestowing a +4 racial
bonus on Perception checks. Bonesuckers cannot be
flanked.

Liquefy Bones (Ex) A bonesucker that has successfully
grappled an opponent deals 1d2 points of Strength and 1d2
points of Dexterity damage to an opponent as long as the
hold is maintained.

Treasure: On the floor of the alcove, hidden by the bonesucker’s bulk
is the boneless carcass of a gnoll, the creature’s last meal, as well as its
collected treasures. These consist of 338 sp and a garnet worth 25 gp.
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B4. Broken Gates (CR 13)

Whatever gate towers once blocked entrance to the city here
have been reduced to massive piles of rubble standing in the wall’s
midst. The destruction of this gate is complete, leaving no intact
structures and effectively blocking this road into the city without
climbing over the rubble or digging through.

This gate once guarded the Woeful Road leading southeast out of the
city. Climbing on the 30-foot pile of rubble is relatively easy requiring
only a DC 5 Climb check. However, anyone doing so must make a DC 15
Perception check to notice a subtle vibration in the rubble pile. Anyone
making this observation and then actively listening can hear a faint
grinding hum coming from somewhere in the buried depths.

Creature: Anyone digging into the rubble pile from the south unearths
the source after 5 man hours of digging. This source is revealed to be the
battlehulk that was reducing these towers to dust when one collapsed on
it burying it centuries ago. Once released, it continues its last command
to destroy any enemy soldiers it finds. It classifies anyone found within
the vicinity of the gate towers as enemies unless they have its controlling
amulet (long since lost, of course). This battlehulk pursues those it
perceives as enemies until destroyed, though it could be fooled by a party
splitting up for instance or traveling to an area it cannot physically reach
(such as a mountaintop).

BATTLEHULK
XP 25,600
hp 177 (See Monster Appendix)

CR13

Bs. The Walls of Death
(CR varies)

The foreboding walls of Tsar stand intact after all these years. They
are composed of a rough, dark gray stone quarried from the Stoneheart
Mountains, and the massive blocks fit together seamlessly. In many places
the walls show the scars from long ago battle, and bone fragments and the
crumbling remains of siege engines are not uncommon at their base. The
walls themselves stand 30 feet high and 25 feet thick at the base, tapering
slightly to 20 feet thick at the top. The top of the wall is a wide parapet with
battlements along the inside and outside edges. The parapet is wide enough
for two chariots to pass one another, and such conveyances were often used
upon the walls to ferry troops quickly from one location to the other. Access
to the parapets is gained by multiple stairways and ramps on the inside
face of the walls. They are called the Walls of Death because of the city’s
penchant for mounting the heads or entire corpses of executed prisoners on
wickedly sharp steel spikes that jut up from the battlement here and there.
None of the spikes are currently occupied, but the wall’s current defenders
will impale any intruders who fall victim to them upon one of these.

The wall is pierced by only three gates and has towers at fairly regular
intervals. These towers are 40 feet high and protrude outward from the wall.
They are connected to the parapet by a heavy door, and are composed of
solid stone except for the top level which holds barracks, armories, etc. The
roofs of these towers are wide battlements equipped with the broken remains
of apparatuses for heating oil and water to be poured upon attacking troops,
as well as the crumbled ruins of siege equipment. All of these are now
inoperable, and the towers have been abandoned by any living defenders.

Where the walls abut the cliff terraces and mountain face, they abruptly end,
seamlessly joining the natural stone. In the case of the terraces, they begin
again atop the cliffs and continue their perimeter. On the terraces themselves,
small extensions of the walls with small towers extrude outward often along
the edges of the terrace, providing additional defense against enemies that
might wish to circumvent the city walls by gaining the heights above the city.
These extending walls were connected to the main walls by wooden bridges
that could be removed if one of the secondary walls was overrun so that they
would not provide access over the city walls. Those bridges have all long
since fallen leaving 20-foot gaps between the secondary walls and the city
walls. These secondary walls are now completely abandoned.

When the disciples of Orcus abandoned Tsar, they did not leave it entirely
undefended. Hordes of siege undead still roam the Walls of Death and
wait within many of the towers thereon. Every time the walls or one of
their adjacent towers are approached, roll on the encounter table below to
determine what troops may be present to try and repulse them. Reroll every
time the walls are approached again. If the party stays upon the walls, roll
again for another encounter every 5 minutes. There is a virtually limitless
supply of siege undead guarding the more than 3 miles of wall that surround
the city. Fortunately, these undead have orders to guard the walls only and
do not come down inside or outside the city, not even to pursue quarry.

The Walls of Death
Random Encounter Table

Roll d6

Encounter

No encounter

1d10 bonemen: See Area B2-2

1d4 meatmen: See Area B2-6

2d10 bonemen: See Area B2-2

1d12 sandmen: See Chapter 2, Area 23
1d4 sandmen: See Chapter 2, Area 23, and
2d8 meatmen: See Area B2-6

AN B W=
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Chapter 2:
Kirash Durgaut

The great gate fortress Kirash Durgaut and its Tower of Weeping
Sores rises above the Black Gates of Tsar like a mountain — a replica
in miniature of the mighty Stoneheart escarpment behind the city. With
the Black Gates themselves opening on either side of the lower fortress,
Kirash Durgaut stands like a breakwater against incoming tides of
enemies. To successfully attack the gates, enemy forces must expose
themselves beneath the grim walls of this citadel. Atop the lower fortress
stands the tower itself overseeing all that lies before the city and silently
conveying its ominous threat to invaders. There is a reason why the Black
Gates never fell before the assaulting Army of Light — Kirash Durgaut
is that reason.

As mentioned Kirash Durgaut consists of a massive lower fortress,
largely composed of solid stone and fill to prevent frontal attacks from
penetrating the city’s defenses. The fortress walls rise 40 feet before
topping off at a great platform from which siege engines could fire out
upon besieging foes. Rising like a sentinel from this platform stands the
Tower of Weeping Sores to a height of another110 feet. The watch post at
this tower’s pinnacle is said to be able to see the whole of the Desolation
spread out before it. The veracity of this claim has yet to be tested, as no
living being has stood upon that perch since long before the city’s fall.

The Tower of Weeping Sores if so named because of the great, stained
craters that mar the walls of the tower and fortress from some long-ago and
long-forgotten engagement, predating even the Battle of Tsar. Whatever
powerful weapons caused these impacts, they were obviously ineffective,
as the walls of Kirash Durgaut continue to stand strong and unbroken.
Direct command of the tower was turned over to a powerful general long
ago by the Grand Cornu. The legendary General Myrac created in the
tower his own demesne, recruiting and training his own troops and barring
even the disciples of Orcus from all but support and advisory roles. He
gathered information about the enemies of the city through his own
intelligence network, and the tortures that his underlings performed upon
captives within the tower became legendary. This, too, added to tower’s
fell reputation and the results of these torments proved the name of the
tower to be an apt moniker.

The Grand Cornu did not mind this as long as the general’s loyalties
continued to lie with the city and its devotion to Orcus. This the general
did, and his incredible longevity carried him through the reigns of many
generations of Grand Cornus. How he survived so many centuries
none could say — rumors speaking of demonic heritage and worse.
Nevertheless, General Myrac himself commanded the defense of the
tower during the Battle of Tsar, and none can say what became of him
afterward, though rumors persisted that he did not accompany the Great
Retreat from the city.

The truth of the matter is that the enigmatic general holds his command
of Kirash Durgaut to this day, though he rarely leaves his personal
chambers. There he lives in whatever reverie his alien mind concocts
while his troops continue to perform their functions like the automatons
that they are. Where once, highly trained and disciplined soldiers manned
the tower, now mindless undead guardians perform the duties, their living
predecessors having fallen in the battle or been pressed into service for the
battles outside the city. With the might facing the city and dire straits of its
defenders General Myrac was unsuccessful in deterring the Grand Cornu
from this requisitioning of his elite troops. Nor, since he had so firmly
entrenched his command outside the hierarchy of the Disciples’ ordinary
command structure, was he able to sally forth to lead his own men in

battle. Instead he was left to continue to hold the gate against the invaders.
The Grand Cornu reasoned that mindless undead could easily serve in this
function while intelligent and trained troops would be of more worth out
in the fluctuating terrain of battlefield strategy. Ironically, General Myrac
did resume command of most of his loyal troops after their corpses were
brought back from the fighting and reanimated for the defense of the city.

When the disciples of Orcus chose to fiee the city, General Myrac defied
their orders and remained in his tower. The Grand Cornu, in no position
to try and root out his errant subordinate and knowing full well that the
slow undead of Myrac’s command would better serve as a final defense of
the city rather than on the forced march of the Disciples’ flight, allowed
General Myrac to remain behind in his bastion uncaring of his former
commander’s fate. When Lord Bishu and his knights stormed the city,
they found the Black Gates open and received no harassment from the
forbidding heights of Kirash Durgaut. Myrac no longer cared for the fate
of the city, choosing instead to ensconce himself as supreme commander
within Kirash Durgaut, and the rest of the world be damned.

This situation remains today. The tower is now primarily defended by
skeletons and siege undead, and Myrac takes no interest in the goings-on
outside his walls. Woe be unto him, however, that should try to set foot
within his domain. For within, Myrac’s programmed undead continue to
man their posts in simulation of the general’s former elite troops, and the
defenses still remain effective and deadly.

The Fortress

Kirash Durgaut is built of some incredibly dense, unidentifiable black
stone quarried from deep beneath the Stoneheart Mountains. All of the
stone is considered magically treated. Whether this is a natural effect of
whatever eldritch source it came from or a later treatment applied by the
Disciples is unknown, but it has the same net effect of making the walls
extremely tough. The first 10-foot thickness of walls, exterior or interior,
is this magically treated stone (ergo if the wall is 20 feet thick it is solid
stone because the first 10 feet from each side is solid stone). If the wall
is thicker than that, then the interior is a combination of tightly packed
gravel and dirt fill interspersed with great columns of the treated stone
for stability.

The exterior of the tower is huge blocks of this stone placed together
nearly seamlessly. The front portion of the fortress (facing outward from
the city) is pin-cushioned with outward projecting iron spikes up to a
height of 20 feet. Originally these were 3 feet long, but time and rust
makes them range from stunted nubs to their full length and everything
in between. Spaced in between these iron spikes at 5-foot intervals are
great, iron-reinforced stone spikes extending up to 10 feet long. The iron
spikes served to dissuade enemy soldiers from attempting to reach the
wall. These stone spikes likewise prevented large siege engines from
having easy access. The base of the fortress sits on exposed bedrock out
to a distance of about 30 yards from the wall. Set into this bedrock in a
band 20 feet wide running along the base of the fortress (ending at the two
gates) are 2-foot iron spikes pointing straight upward. Once again many of
these are broken, bent or missing, but they still serve as a deterrent to foes
trying to approach the wall. From the long ago war, countless skeletons lie
crumpled within the spike field where they fell while attacking the fortress.
A few still stand upright against spikes on the wall that they somehow
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managed to become impaled on. The net result of this hedge of spikes
is that the wall cannot be approached easily (half speed for a character
on foot to pick his way through, mounted characters and engines cannot
approach at all unless a path is somehow cleared), but the wall can easily
be scaled at least up to the height of 20 feet (Climb DC 5) due to all the
projections to use as hand and footholds. However, a fall onto the spike
field results in impalement on 1d6 of the spikes (2d6 for a Large creature)
that deal damage as a spear plus falling damage. Likewise, running into
the wall results in impalement on 1d4 spikes (no falling damage).

Interior walls between rooms are usually 1 foot thick. Ceilings are
17 feet high and supported by great stone groins giving the chambers a
feeling of vast, empty spaces. The thickness of stone between the floors is
3 feet. There are no light sources unless otherwise noted, however many
rooms have arrow slits. These are not equipped with shutters and allow
in outside lighting as well as weather conditions. The arrow slits provide
improved cover and concealment for those behind them and are too small
for anything larger than size Tiny to squeeze through with an Escape Artist
check (DC 30 for Small creatures). As a whole, the fortress is a damp,
cold place that often seems more like a cavern than a building. Roofing is
composed of heavy, 1-foot-thick slate tiles mortared into place to prevent
fires and bombardments from causing significant damage.

Doors are heavy affairs of iron bound wood that can be barred from the
inside by heavy wooden beams. If the room beyond has occupants that
are capable of doing so, then the door usually is barred unless otherwise
noted. A Disable Device roll will not work on a barred door. Brute strength
or some magical means is necessary to obtain entry.

Magically Treated Superior Masonry Walls: 1-20 feet thick;
Hardness 16; hp 180 per foot of thickness; Break DC 55;
Climb DC 20 (DC 5 where there are projecting spikes).

Strong Wooden Door: 2 in. thick; Hardness 5; hp 20;
Break DC 25.

1. Main Gate and Entry Hall
(CR varies)

The main gate of Kirash Durgaut opens out onto the Black Gate
Bailey. Normally anyone approaching these doors would be subjected
to attacks by troops stationed at the arrow slits and battlements above.
Currently, however, none of these are manned so the approach is free
from attacks within the fortress. The gates themselves are massive iron
portals inscribed with runes and symbols both arcane and foul. A DC
20 Knowledge (arcana) check can determine that while the gate was
defended by powerful magic and curses at one time, none of the symbols
present hold power any longer. The only things securing the gates now are
the materials of their construction and the heavy iron bar securing them
from the inside.

Iron Gates: 6 in. thick; Hardness 10; hp 180; Break DC 45.

Read the following only after the part has entered the hall beyond the
gates. When the party first enters this area, all the portcullises are up.

A cavernous hall runs from the main gate seemingly into the
very heart of the fortress. The hall is partitioned into four sections
by stone walls with arched openings in them. A large, wooden
double door leads out to the east. Lining the north and south walls
are rows of arrow slits looking out into the hall. The ceiling high
above is perforated with murder holes. The entire length of the
hall is lit by flickering stone torches set every 20 feet in the north
and south walls.

Creature: This is the first line of defense against enemies that somehow
manage to breach the fortress’s gates. The eastern double doors are barred
and are just like the standard doors of the fortress. The stone torches are

everburning torches; there are a total of twelve, though they are made of
stone and weigh 10 1b. apiece. Each of the stone archways has a portcullis
currently in the up position. Each of the portcullises is a Huge animated
object. They remain quiescent with readied actions until someone passes
beneath them (see Tactics below).

ANIMATED PORTCULLISES (3)
XP 3,200

Pathfinder Roleplaying Game Bestiary “Animated Object”
N Huge construct

Init +0; Senses darkvision 60 ft., low-light vision; Perception -5

CR7

AC 17, touch 6, flat-footed 17 (-2 Dex, +11 natural, -2 size)
hp 78 (7d10+40)

Fort +2; Ref +0; Will -3

Defensive Abilities hardness 10; Immune construct traits

Speed O ft.

Melee slam +15 (2dé6+12 plus grab)
Space 15 ft.; Reach 5 ft.

Special Attacks constrict (2dé+12)

Str 30, Dex 6, Con —, Int —, Wis 1, Cha 1

Base Atk +7; CMB +19 (+23 grapple); CMD 27 (can't be
tripped)

SQ construction points (4), metal

Tactics: Anyone peering through one of the arrow slits sees the
skeletons at Area 2 standing silently at attention, bows in hand.
However, no attack comes until the party has penetrated to at least
the second section of the hall (either east or west). Once most of the
party members have passed beneath a portcullis, it uses its readied
action to drop on a PC passing beneath (preferably to pin him to the
floor as a grapple attempt) cutting the party members off from one
another. The clanging of this portcullis dropping is the signal for the
attack. All of the other portcullises immediately drop further limiting
the party’s maneuverability. The skeleton archers in Area 2 step up to
the arrow slits and begin firing at anyone in the section their arrow slit
looks out upon. They continue firing until there are no more moving
targets (playing dead works well here). Meanwhile the sandmen in Area
23 begin overturning the cauldrons of boiling oil above the sections
of the hall that have intruders within them. This occurs 1 round after
a section has been entered following the initial signal. The boiling oil
deals 3d6 points of fire damage to all within the section. Those struck
by the oil are dealt 2d6 points of fire damage in the following round and
1d6 points of damage in the round after as the oil cools. If cold spells
or large amounts of water (at least three waterskins worth) are used to
cool the oil affecting a character, then the subsequent rounds of damage
are avoided. Each section of the hall can be subjected to the boiling oil
twice before the supply is exhausted. It takes 10 minutes for them to be
replenished.

2. Archer Posts (CR 8)

There are actually only two of these rooms, one to the north of Area
1 and one to the south, but each is subdivided into smaller sections to
prevent area spells cast through the arrow slits from effecting more than a
handful of the archers at one time. Even channeling energy attempts only
affect the skeletons in the immediate sections targeted because the arrow
slits and dividers block the line of effect.

Creatures: There are a total of 44 skeleton archers in each of these
rooms. Most of them are human or orc skeletons, and all are the equivalent
of human skeletons. There are 2 skeletons for every arrow slit, and each
bears a shortbow that it is capable of using and a quiver holding 20 arrows.
One skeleton mans each arrow slit while the second waits in reserve in
case the first is destroyed or runs out of arrows. If attacked in melee they
abandon their bows and fight with their claws.
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SKELETON ARCHERS (44)
XP 135

hp 4 (Pathfinder Roleplaying Game Bestiary "Skeleton”)
Ranged shortbow +2 (1dé/x3)

3. Killing Chamber (CR 6 or 12)

A wide bare trapezoidal chamber stretches out from the western
doors. Directly opposite them is another set of ironbound doors
leading deeper into the fortress. Additional sets of double doors
exit to the northwest and southwest. Twenty-five feet above, scores
of arrow slits look down on the chamber conspicuously absent only
directly above the eastern and western sets of doors.

CR1/3

This is designed as a death trap for troops invading the tower who have
made it this far. All of the doors are barred.

Tactics: When invaders to the fortress penetrate this far, they immediately
come under attack by the skeleton archers in Areas 19 and 21. Furthermore
if the invaders manage to break through one of the other doors or activate
the trap in Area 4, then the siege undead come pouring into the room from
Area 5 to engage them and attempting to make flanking attacks while the
archers continue their sniper fire.

4. Death Trap (CR 1)

A short hall, 20 feet long, ends at another ironbound door. No
arrow slits or murder holes pierce the walls or ceiling of this
anteroom.

This chamber is designed to lure the lead elements of enemy forces into
its confines and then eliminate them all with its deadly trap.

Death Trap: The doors on the east wall give all appearances of being
identical to the preceding ones, even to the point of being apparently barred
from the opposite side. However, they are actually false doors. Anyone
succeeding in bashing through these doors or otherwise opening them
finds a blank stone wall. However, the act of opening them or breaking
through them activates the trap. A massive block of stone, 20 feet on a
side, hangs suspended 17 feet above the floor of this room. When the trap
is activated this block is released to fall, filling the entire chamber with
its crushing weight and blocking all further access. The groins that seem
to support this faux ceiling are for show only and crumble immediately
when the block is released. Massive winches in Area 20 are used to haul
the stone block back up by the heavy chains attached to its top surface.
Anyone crushed by the ceiling is trapped unless succeeding at a DC 30
Escape Artist check or somehow freed.

CRUSHING BLOCK TRAP CR13
Type mechanical; Perception DC 20; Disable Device DC 25

Trigger touch; Reset repair
Effect no attack roll required (18dé, crush); multiple targets
(all targets in a 20 ft.-by-20-ft. room)

5. Mustering Chamber (CR 9)

These bare chambers served as staging areas for the fortress’s garrison
to muster in order to repel invaders.

Creatures: Siege undead stand in close ranks filling the room. There are
currently 9 meatmen and 9 bonemen in each of these chambers. They
await only the signal of battle to lift the bar from the door of their chamber

in order to charge into battle in Area 3. See Tactics in Area 3 for details.
Because of the enclosed space and the presence of the meatmen, both of
these chambers carry the foul stench of rot.

SIEGE UNDEAD, BONEMEN (9) CR1
XP 400

hp 13 (See Area B2-2)

SIEGE UNDEAD, MEATMEN (9) CR2

XP 600
hp 22 (See Area B2-6)

6. Guard Room (CR 5 or 3)

Each of these rooms is empty of all save a few splintered sticks of
furniture, an old water barrel (long since emptied and broken), and a stone
stair rising to Area 22 above. The doors are kept barred.

Creatures: Guarding these chambers are undead with orders to allow
no one admittance unless he comes from above — not even the undead
soldiers found on this floor. Anyone coming down from above is ignored
by the guardians, but the door will be barred behind them when they leave
and access denied if they try to come back through. The northern guard
room is guarded by an ettin skeleton. The southern room is guarded by a
minotaur zombie.

ETTIN SKELETON

XP 1,600

Pathfinder Roleplaying Game Bestiary “Skeleton”
NE Large undead

Init +4; Senses darkvision 60 ft.; Perception +0

CRS

AC 18, touch 9, flat-footed 18 (+7 armor, +2 natural, -1 size)
hp 45 (10d8)

Fort +3; Ref +3; Will +7

DR 5/bludgeoning; Immune cold, undead fraits

Speed 40 ft.
Melee 2 flails +12/+7 (2d6+6) or 2 claws +12 (1d6+6)
Space 10 ft.; Reach 10 ft.

Str 23, Dex 10, Con —, Int —, Wis 10, Cha 10
Base Atk +7; CMB +14; CMD 24

Feats Improved Initiative®

Gear splint mail, 2 flails

MINOTAUR ZOMBIE

XP 800

Pathfinder Roleplaying Game Bestiary “Zombie”
NE Large undead

Init —1; Senses darkvision 60 ft.; Perception +0

CR3

AC 15, touch 8, flat-footed 15 (+4 armor, -1 Dex, +3 natural,
-1 size)

hp 44 (8d8 plus 8)

Fort +2; Ref +1; Will +6

DR 5/slashing; Immune undead ftraifs

Speed 30 ft.

Melee greataxe +10/+5 (3d6+7/x3) and gore +5 (1dé+2) or
slam +10 (1d8+7) and gore +10 (1d6+5)

Space 10 ft.; Reach 10 ft.

Str 21, Dex 8, Con —, Int —, Wis 10, Cha 10
Base Atk +6; CMB +12; CMD 22

Feats Toughness®

SQ staggered

Gear chain shirt, greataxe
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7. Stables

Long rows of dusty, stone horse stalls disappear into the darkness
of this vast hall. They are unoccupied, long since emptied of their
occupants to fight in that long ago war, from which none of the
mounts or their riders ever returned.

These military stables are no longer used and nothing ever wanders
through here, so they could serve admirably well for any mounts that the
party may have. Each stall has an empty stone trough and old bucket for
feed and water. Neither of these has anything in them other than dust.
The eastern end of each of these long chambers holds many racks, hooks
and stands for saddles, barding and tack. These are long gone save for
the occasional item that was left behind for repair. The southern stable
also has a portable forge set up with the tools and supplies necessary for
shoeing horses.

Treasure: A DC 20 Perception check around the forge reveals a hidden
compartment in its side. Hidden within are four horseshoes of a zephyr
awaiting the steed of some field commander who never returned from
battle.

8. Guard Room

Each of these rooms holds tables and benches as well as ample room
for drilling by the guards who were on duty here. Now, however, they are
empty — abandoned after the departure of the troops for battle. Each of
these rooms has a spiral stair rising to the floor above and a partitioned-off
latrine capable of servicing a half-dozen soldiers at once. These latrines
open into 40-foot-deep pits that are now empty of any refuse.

9. Main Armory

Filling this chamber are countless racks and stands for holding
armor and weapons. Most have long since been emptied of their
contents, though the odd polearm, blade, or suit of armor still
remains unclaimed under a layer of dust. A wide spiral stair climbs
through the ceiling of an alcove.

The main armory of Kirash Durgaut, most of the weapons and armor
were taken into battle or used in the creation of the various siege undead
now defending the fortress. There is a 25% chance that any simple or
martial weapon or any armor or shield from Chapter 6 of the Pathfinder
Roleplaying Game can be found here. Once found, there is a 10% chance
that the item is masterwork. All items found here are sized for Medium
creatures.

10. Forges of Kirash Durgaut (CR 4)

A cavernous chamber stretches back into the very foundations
of the tower. Rows of anvils, racks of tools, and cooling barrels
stand in silence. Scraps and bits of metal debris still cover the floor,
scooted out of the way of the main areas of traffic. A row of now-
cold forges lines the north wall. Doors to various storage rooms
stand ajar across from them. A single blue flicker provides dim
illumination, a tiny, lone flame dancing in one of the forges.

In the days of Tsar these forges produced a perpetual cloud of black
smoke over the city as General Myrac’s smiths churned out armor and
weapons for his troops. These craftsmen were all either slain in battle or

retreated from the city with the rest of the disciples of Orcus.

Creature: Today a solitary forge wight calls this place home. It resides
in the forge marked with an “x”. It appears as a flickering tongue of pale
flame. Once a powerful elemental tasked to keep the forges hot, lack of
fuel and isolation have reduced it to its current state. It can be temporarily
placated if the characters throw in hot coals to feed its fire but otherwise
attacks anyone in range with its heat metal ability.

FORGE WIGHT

XP 1,200

Creature Collection Revised 76

N Tiny outsider (elemental, fire)

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

CR4

AC 15, touch 15, flat-footed 12 (+3 Dex, +2 size)

hp 63 (6d10+24 plus 6)

Fort +9; Ref +10; Will -1

Immune electricity, elemental traits, fire, mind-affecting
effects; SR 17

Weaknesses vulnerability to cold

Speed O ft.
Space 2-1/2 ft.; Reach O ft.
Special Attacks heat metal

Str 5, Dex 16, Con 18, Int 4, Wis 4, Cha 4

Base Atk +6; CMB +1; CMD 14

Feats Improved Initiative, Lightning Reflexes, Toughness
Skills Bluff +6, Perception +6, Stealth +20

Languages Ignan

Heat Metal (Su) A forge wight, as a standard action, can
impart blistering heat fo any metal objects on one target
within 30 feet. Weapons become red-hot and deal 1d4
points of fire damage per round of contact. Metal armor
and shields cause damage to the wearer equal to their
armor bonuses each round. The forge wight can use this
effect against one target per round but may use the power
an unlimited number of times. The effect lasts 2d4 minutes.

Treasure: Hidden within the cold ashes beneath the wight (DC 17
Perception check to notice) is a +2 adamantine dagger thrown in as a
sacrifice to the gods of the forge long ago.

11. Storage Chambers

These various rooms spaced around the fortress held crates, bins and
stacks of whatever supplies were pertinent to that portion of the fortress.
For instance, the rooms near Area 10 held metals, fuel, and supplies
necessary for the creation of arms and armor. Now these rooms are largely
empty with empty crates and boxes or holding items deteriorated beyond
use from the long years in the damp fortress. It is up to you if you would
like to place anything useful in these chambers.

12. Interior Guard Room (CR 7)

Both doors to this chamber are barred from within cutting off access to
the eastern portion of this level. Both doors have a spy hole at eye level
with a metal shutter that can be opened and closed from the inside.

A wooden table scooted against the south wall has a half-dozen
chairs around it. Above the table dangles a metal bar on the end of a
chain suspended from the ceiling. Empty sconces in the walls once
held torches. An old waste bucket sits in the corner.

157



CHAPTER 2: KIRASH DURGAUT

This guard room once controlled access between the prison and storage
areas and the rest of the fortress. A password was necessary to gain access
in either direction. The hanging metal bar served as an alarm that could
be heard as far as Areas 8 and 15. The metal clapper for striking the bar
lies in the dust below the table. Though the room is no longer guarded, the
eastern door is bears a trap.

Door Trap: Anyone opening the eastern door (including breaking it
down) without first hitting a hidden catch on the inside of the frame (DC
20 Perception check to find) activates a volley of darts that fires from the
ceiling directly at the doorway. Anyone standing in the doorway or the
10-foot-square just west of the doorway is subject to being hit by these
missiles.

FUSILLADE OF DARTS CR7
Type mechanical; Perception DC 19; Disable Device DC 25
(or locating hidden switch)

Trigger location; Reset manual
Effect Atk +18 ranged (1d4+1, dart); multiple targets (1d8
darts per target in a 10-ft.-by-10-ft. area)

13. Well Room

The odors of dampness and rot fill this chamber. The waist-high
brick lips of three wells rise from the floor of this room. A pulley
on the ceiling above each suspends a steel bucket on a chain. The
warped and rotten remnants of water barrels are scattered about
the floor.

The wells here descend 60 feet into the bedrock and each holds 20 feet
of water. The water is pure and drinkable but has an unpleasant metallic
taste to it. The buckets and pulleys are still functional and can be used to
draw water from these wells if necessary.

14. Occupied Storeroom (CR 6)

The largest of the fortress’s storage rooms, this chamber has walls
partitioning it into three different sections. It still holds stacks of crates
and barrels (most empty) that were never removed. At the back of the
chamber is the lip of another well. This one descends only 20 feet to a
5-foot-diameter underground stream that runs through the bedrock. The
rotten remains of a wooden bucket and coiled line lie next to the well.

Creature: Hiding in the crates and barrels near the well is a cave leech.
Its appearance is that of a sickly yellow, semi-translucent, flattened fluke
with eight whiplike tentacles surrounding a frontal maw ringed with
dozens of needlelike teeth. Hundreds of smaller tentacles and cilia cover
its body. Roll Perception checks opposed to the creature’s Stealth check
to determine if it is noticed. It lashes out at the rearmost party member
that passes it by it to examine the well and stays back within the piles
to prevent attacks from any direction other than frontal. It crawled up
through the well years ago and made a lair in this chamber. It returns to
the well when it needs to hunt.

CAVE LEECH

XP 2,400

The Tome of Horrors Complete 98
N Medium magical beast

Init +4; Senses darkvision 60 ft., low-light vision, fremorsense
60 ft.; Perception +7

CR &

AC 16, touch 10, flat-footed 16 (+6 natural)
hp 76 (8d10+24 plus 8)
Fort +9; Ref +6; Will +3

DR 10/piercing or slashing

Speed 40 ft., swim 30 ft.

Melee 8 tentacles +11 (1d4+2 plus grab), bite +10 (1d6+2
plus grab and blood drain)

Special Attacks constrict (1d4+2)

Str15,Dex 11, Con 17, Int 3, Wis 12, Cha 6

Base Atk +8; CMB +10 (+14 grapple); CMD 20 (can't be
fripped)

Feats Improved Initiative, Skill Focus (Stealth), Toughness,
Weapon Focus (fentacle)

Skills Perception +7, Stealth +10, Swim +14

Blood Drain (Ex) If a cave leech makes a successful
grapple after hitting with its bite attack, deals 1d4 points of
Constitution damage each round from blood drain.

15. Guard Room

Both doors to this chamber are barred from the inside.

An air current raises a swirl of dust momentarily from the center
of this room. An unlit lantern hangs from the ceiling. Two tables
have been scooted against the walls, each with three chairs. Pewter
tankards still stand on their surface. A loaf of black bread sits on
one table beneath a layer of dust. Hanging from hooks on the walls
are three barbed scourges, two sets of manacles, and a ring of keys.
A door on the opposite wall of this room is also barred.

This room is empty of occupants. The air current was merely caused by
the party’s entry into the room. The tankards hold only the dried remnants
of beer and the black bread is completely eaten through by weevils (no
longer present). Under one of the tables is a small cask of lamp oil for the
lantern. The manacles hanging on the wall are masterwork, and the keys
are part of the sets. How this room was abandoned and left with both doors
barred from the inside is a mystery.
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16. Prison (CR 6)

Rows of heavy ironbound doors with tiny barred windows line
these narrow halls. A heavy lock secures each one. Behind each is
a cramped cell of cold stone walls, a few pieces of moldy straw on
the floor and suspicious stains and scratches marring the stones.
Several of the cells hold the bones of their last occupants, stark
white against the dark stone of the floors. A feeling of bleakness
and abject misery seems to rise from these hellholes like a stench.

It was here that the unfortunate prisoners of Kirash Durgaut were held for
questioning and torture for sport. This rumored dungeon and the horrors
it spawned was largely responsible for the naming of the tower. Those
less fortunate were taken up into the tower itself for the ministrations of
General Myrac and his personal torturers (see Area 79).

At the center of this area’s narrow corridors is a wide space where the
overseer of the prisoners maintained his vigil. A door in the east wall leads
into Area 17 from there. Beside the door are seven rings of keys, one for
each of the dungeon’s aisles. The broken remnants of a table lie in the
center of this area, and an empty iron sconce is mounted on the wall on
either side of the door.

Creature: Slumped in the corner of this area is an athach skeleton
(misshapen giant-sized skeleton with three arms), the last jailer of the cell
block. If someone enters the central area the skeleton rises to attack. It
pursues any characters who attempt to flee.

ATHACH SKELETON

XP 2,400

Pathfinder Roleplaying Game Bestiary “Skeleton”
NE Huge undead

Init +6; Senses darkvision 60 ft.; Perception +0

CR 6

AC 17, touch 10, flat-footed 15 (+4 armor, +2 Dex, +3 natural,
-2 size)

hp 63 (14d8)

Fort +4; Ref +6; Will +9

DR 5/bludgeoning; Immune cold, undead fraits

Speed 35 ft.

Melee greafclub +16/+11 (3d8+12), claw +11 (1d8+4), and
bite +11 (2d8+4)

Space 15 ft.; Reach 15 ft.

Str 26, Dex 15, Con —, Int —, Wis 10, Cha 10
Base Atk +10; CMB +20; CMD 32

Feats Improved Initiative®

Gear hide armor, greatclub

17. Torture Chamber (CR o)

A short flight of stairs descends into this sunken chamber.
Instruments of torture occupy the floor space. Rows of tight cages
stacked three high — one atop the other — line the walls. Several
hold the skeletal remains of former prisoners. A wooden platform
suspended from a swiveling arm provides access to the various
cage doors. A heavy winch in the corner allows this contraption
to swing around and raise and lower the platform. A black-robed
skeleton lies impaled at an awkward angle on a spiked bed.

This torture chamber was abandoned when the city was deserted and
has not been opened since. A search of the black-robed skeleton reveals
a spiked heavy mace at its belt and a silver ram skull symbol around its

neck. A DC 23 Perception check notices that one of the cage doors on the
second row has been wrenched open and hangs askew.

This skeleton is a former cleric of Orcus. While Myrac’s troops did
not remain a part of the Disciples’ regular army, he did understand the
value that their vile priesthood brought to the table in the specialization
of torture. This cleric was alone with the prisoners in the dungeon about
to give orders to execute all of them before joining the Disciples’ flight in
the Great Retreat when one of the prisoners, a brawny half-orc, managed
to break open his cage and attack the priest. Before the cleric could even
draw his weapon, the escaped half-orc managed to slam him down,
impaling him on a bed of spikes to the cheers of the other prisoners.

Unfortunately the prisoner’s freedom was short-lived. The room’s
guardian, an iron maiden golem, that had long stood quietly as just another
instrument of torture, jolted into action by the prisoner’s escape, quickly
captured the half-orc and dragged him inside to his doom. The half-orc’s
dried husk still remains impaled within the golem. The other prisoners
remained trapped in their cells until they died of thirst, as no one ever
came to check on this room again. More details on this dead cleric are
given in Area 75.

The winch and elevator platform have rusted in place and are no longer
functional.

Creature: The iron maiden golem still stands against the west wall of
the room alongside two ordinary iron maidens. Long quiescent, it takes
3 rounds after characters enter the room before it lurches back to life
and attacks. Its goal is to quickly capture another victim to drain his life
essence while it fights. To do so it releases the half-orc’s husk that still
remains within as a zombie.

IRON MAIDEN GOLEM

XP 6,400

The Tome of Horrors Complete 336
N Large construct

Init +0; Senses low-light vision, darkvision 60 ft.; Perception +2

CR 9

AC 29, touch 9, flat-footed 29 (+20 natural, -1 size)
hp 118 (12d10+30 plus 22)

Fort +4; Ref +4; Will +4

DR 15/adamantine; Immune construct traits, magic
Weaknesses vulnerability to rust

Speed 20 ft.

Melee 2 slams +19 (2d10+12 plus grab)

Space 10 ft.; Reach 10 ft.

Special Attacks animated host, bladed lid, steal essence

Str 27, Dex 10, Con —, Int —, Wis 11, Cha 1
Base Atk +12; CMB +21 (+25 grapple); CMD 31
Feats Toughness

Skills Perception +2

Animated Host (Su) Once a victim trapped within an iron
maiden has died, it reanimates as a zombie in the next
round (as if by an animate dead spell). It cannot escape,
however, and serves only fo fuel the iron maiden and
provide it with skills and abilities. While it is trapped, the
zombie cannot be attacked, damaged, turned, rebuked,
or commanded, and it doesn’t suffer any damage from the
bladed lid. If the lid of the golem is somehow forced open,
the zombie has the normal abilities of a Medium zombie

(as detailed in the Pathfinder Roleplaying Game Bestiary).
The victim of an iron maiden golem must be alive when it is
placed inside and the lid is closed or the golem’s animate
host ability fails.

Bladed Lid (Ex) A living creature inside an iron maiden when
the lid is closed is pierced by twenty dagger-like blades,
dealing a total of 50 points of piercing damage each round.
The lid automatically seals with an arcane lock spell with

a caster level equal to that of the iron maiden golem'’s
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creator (14th level usually). The lid can be forced open with
a successful Strength check (DC 34) or by casting dispel
magic. The knock spell has no effect on the lid. The check
DC is Strength—-based and includes a +10 bonus from the
arcane lock spell.

Because of the shape of the iron maiden, only a Medium
humanoid can be sealed inside.
Immunity to Magic (Ex) An iron maiden golem is immune
to any spell or spell-like ability that allows spell resistance.
In addition, certain spells and effects function differently
against the creature, as noted below.
A magical attack that deals electricity damage slows an
iron maiden golem (as the slow spell) for 3 rounds, with no
saving throw.

A magical attack that deals fire damage breaks any
slow effect on the iron maiden golem and heals 1 point of
damage for each 3 points of damage the attack would

otherwise deal. If the amount of healing would cause the
golem to exceed its full normal hit points, it gains any excess
as temporary hit points.
Steal Essence (Su) An iron maiden golem that has created
a host using its animate host ability (see above) gains 10
temporary hit points, uses its own base attack bonus or the
host's (whichever is higher), and can make normal use of
the victim’s skills, feats, and non—-magical class abilities.

The golem must substitute its own ability scores when
determining its total skill bonuses; therefore it cannot
use skills requiring Constitution or Infelligence, and
since it cannot speak, many Charisma skills are severely
limited. Likewise, the iron maiden golem must meet the
requirements for any feat in order to make use of that
feat (thus feats such as Dodge and Combat Expertise are
unavailable to the golem). An iron maiden cannot use
any divine spells or divinely granted special abilities, since
the host within is no longer able to receive such abilities
from her deity. An iron maiden likewise cannof use any
arcane spells as its inherent magic immunity disrupts any
attempt to do so.
Vulnerability to Rust (Ex) An iron maiden golem is affected
normally by rust attacks, such as that of a rust monster or a
rusting grasp spell.

HALF-ORC ZOMBIE
XP 200
hp 12 (Pathfinder Roleplaying Game Bestiary “Zombie”)

CR1/2

Treasure: A pouch on the dead cleric holds 32 gp, 7 pp, and a still-
sealed flask of acid. At his belt is a +2 spiked heavy mace (see Magic
Items Appendix). The silver unholy symbol of Orcus is worth 25 gp.

18. Duty Sergeant (CR 6¢)

A spiral stair rises through the floor of this room. Two doors
exit to the east. Numerous arrow slits in the west wall overlook
a room below. A table stands before the north wall. Next to it sits
a large iron chest, lid open, smashed padlock on the floor next to
it. Slumped back in the chair is an orc soldier in a black tabard, a
short sword protruding from his breastplate. He appears to be dead,
though he is largely intact. His flesh is swollen and taut with the
effects of decomposition but has not yet begun to deteriorate.

This room served as the office of the duty sergeant and payroll master
for the fortress. Though this fellow does not look like it, he was actually
murdered shortly after the Battle of Tsar by a deserting soldier who then
stole the payroll from the chest. The tabard bears the image of a red tower
(crest of Kirash Durgaut). The body itself has defied decay for all this
years largely through a strange reaction with a colony of yellow mold
that infests the corpse. The mold grows beneath the corpse’s flesh and
has some property that has slowed down its external decay, though the
inside is largely a hollow shell with a mold-encrusted skeletal structure.
The gases given off by the mold have given the orc’s skin its bloated
texture. If the orc is touched, the paper-thin flesh tears and immediately
releases a cloud of yellow mold spores in a 10-foot-radius. Disturbing the
table or chest has a 35% chance of resulting in a bump against the body
that likewise provokes a release of spores.

Yellow Mold: CR 6; see Chapter 13 of the Pathfinder
Roleplaying Game.
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19. Guard Room (CR 4)

Splinters of wood mark where tables and chairs once stood in this
room. A spiral stair leads to the floor below. Arrow slits look out to
the west, and a door exits east.

This guard room overlooks the killing zone in Area 3.

Creatures: There are 10 skeleton archers of humans and orcs in here
that are the equivalent of human skeletons. Each is armed with a shortbow
and fires through the arrow slits when anyone enters Area 3. The second
steps up when the first has exhausted its arrow supply. One rank attempts
to repel intruders in this room with claws while the second stays back and
fires into the melee.

SKELETON ARCHERS (10)
XP 135

hp 4 (Pathfinder Roleplaying Game Bestiary “Skeleton”)
Ranged shortbow +2 (1dé/x3)

CR1/3

20. Barracks

The boxed text applies for the easternmost of the barracks. Adjust the
description accordingly for the other two and feel free to add different
treasures that can be found in them.

Hundreds of bunks fill this massive chamber. It appears that the
majority of the fortress’s garrison once resided here. Now it is eerily
empty. A rail surrounds a stair that descends through the center of
the floor. At the middle of the west wall are two massive winches,
each requiring dozens of operators on their massive handles. Huge
chains rise from the winches through holes cut in the ceiling.

With the commandeering of Kirash Durgaut’s forces for the battle and
replacement with undead troops, this room fell into disuse. The winches
attach to huge pulleys in the ceiling that connect to the massive stone block
in Area 4. Each winch requires a DC 40 Strength check simultaneously to
raise the massive block after the trap is activated. Ordinarily groups of
giants or ogres aiding one another would have been used for this task.

Treasure: Beneath the bunks are footlockers once belonging to the
soldiers of Kirash Durgaut. Anyone searching through these can find one of
the following for every 10 minutes spent searching (1 hour to find them all):
a crudely carved ivory good luck charm (10 gp), an old sock holding 9 gp,
a miniature portrait of a woman (15 gp), a light masterwork weapon of your
choice, a potion of cure light wounds, or a set of loaded bone dice (5 gp).

21. Defensive Chamber (CR 7)

These are large bare rooms with arrow slits overlooking Area 3. Their
purpose is to allow archers to fire down on invaders below.

Creatures: Each of these chambers holds 24 skeleton archers standing
silently in ranks. The skeletons are all human or orcish and bear shortbows
and quivers of 20 arrows each. They are equal to human warrior skeletons.
They alternate firing out the arrow slits after one has run out of ammunition.
If attacked in melee, half engage with claws while the rest stand back and
fire their bows.

SKELETON ARCHERS (24)
XP 135

hp 4 (Pathfinder Roleplaying Game Bestiary "Skeleton”)
Ranged shortbow +2 (1dé/x3)

CR1/3

22. Armory

Each of these rooms holds rack upon rack of shortbows and light
crossbows. All are of the mundane variety, though there are a few
longbows and heavy crossbows interspersed within. Bins around the walls
of the rooms hold hundreds if not thousands of arrows and crossbow bolts.
The racks nearest the western doors hold large ballista missiles for the
ballistae at Area 24.

23. Defensive Corridor (CR 9 or 11)

This long hall is lined with numerous doors and pairs of fireplaces
spaced across from each other. These give off shimmering waves
of heat from the coals that glow in their recesses. Large cauldrons
suspended on metal frames stand over these hearths. Levers allow
the cauldrons to be tipped to pour their contents into sluices in the
floor that divide into many individual grooves before terminating
at murder holes in the floor. Many casks have been stacked next to
these fireplaces. Mounds of coal, peat and wood stand at each end
of the corridor. The room is further divided by rectangular holes
in the floor that allow portcullises to be raised or lowered in the
passage below this one. Winches stand next to each of these to
operate the portcullises.

Creatures: This chamber lies directly above the entry hall (Area 1). It
is manned at all times by 15 sandmen who continually stoke the fires,
replenish the oil, shovel fuel and wait for intruders to enter the hall below
so they can activate their trap. The cauldrons hold oil that the sandmen
keep constantly boiling. Each pair of cauldrons can be tipped by a single
sandman and activates the trap described in Area 1. It takes 10 minutes for
a cauldron to be refilled and brought to a boil by the sandmen. Every few
months General Myrac sends them out to collect more fuel from various
locations in the city. The casks hold more of the oil. The winches no
longer function since the portcullises are now animated objects and move
up or down of their own volition (and will move up in here to assist the
sandmen if not already dealt with below). If intruders enter this chamber,
the sandmen immediately surge toward them en mass to engage them in
melee.

SIEGE UNDEAD, SANDMEN (15) CR2
XP 600

Creature Collection Il: Dark Menagerie 153

NE Medium undead

Init -3; Senses darkvision 60 ft.; Perception +0

AC 10, touch 7, flat-footed 10 (-3 Dex, +3 natural)
hp 27 (5d8 plus 5)

Fort +1; Ref —2; Will +4

Defensive Abilities channel resistance +2; Immune
bludgeoning and piercing weapons, undead traits

Speed 20 ft.
Melee 2 slams +6 (1d8+3)
Special Attacks blinding

Str 16, Dex 5, Con —, Int —, Wis 10, Cha 10
Base Atk +3; CMB +6; CMD 13
Feats Toughness®

Blinding (Ex) When a sandman is struck by a slashing or
piercing weapon, it sprays a line of sand out of the wound
in the direction of the enemy that struck it to a distance of
10 feet. Anyone within that line of sand must make a DC
15 Reflex save or be blinded for 1d4 rounds. The save DC is
Strength-based.
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24. Defensive Overlook

Once manned by grim-faced guards scanning the ground below for
trouble, these overlooks are now empty of all save old ballistae, warped
and useless from years of exposure. The overlooks have crenellated
battlements that provide cover from below and have a clear field of fire
over the Black Gate Bailey.

25. Archer Post

Each of these rooms is bare with a series of arrow slits looking out
over the plaza below. Here archers would muster to defend against any
incursion that managed to penetrate the walls of Tsar and attack Kirash
Durgaut from the rear flank. They are no longer manned as Myrac does
not fear such an assault and would rather let intruders penetrate into Area 1
to face the deadly ambush that has been prepared. Some of these chambers
have a few stools or a bench, but otherwise they are empty.

26. Mess Hall

Long trestle tables and benches fill this room, many of which
have collapsed with age. The tables and floor are strewn with
wooden dishes, shattered earthenware and goblets of leather and
wood. It appears that this hall was used for one final meal before the
garrison left. The remnants of that meal have long since decayed,
and everything lies under a thick layer of dust.

There is nothing of interest left in here.

27. Kitchens (CR 7)

A bank of fireplaces and ovens cover the northern wall with high
arrow slits between them to allow ventilation in this chamber.
Chopping blocks and tables crowd the room. Racks of knives,
tongs, ladles and other utensils hang on one wall, and shelves hold
stacks of pans and dishes.

The kitchens once turned out meals in great quantities (if not quality) for
the soldiers of Kirash Durgaut.

Creatures: The fortress’s cooks were sent to the field with the rest of the
regiment leaving behind only the cooks’ assistants — 20 human zombies
that still stand silently in this room. They attack anyone who enters and is
not wearing the uniform of Kirash Durgaut or the robes of the priesthood
of Orcus.

HUMAN ZOMBIES (20)
XP 200
hp 12 (Pathfinder Roleplaying Game Bestiary “Zombie")

CR1/2

28. Storage Rooms

These rooms simply store supplies pertinent to the portion of the fortress
wherein they are situated. Those near the kitchens hold the moldering
remnants of foodstuffs, those near the officers’ quarters hold linens and
mundane equipment necessary for the running of the fortress, the one
near the quartermaster’s office hold stacks of black tabards bearing the
red Tower of Weeping Sores, uniforms of the garrison of Kirash Durgaut.
Allow the party to locate any mundane equipment you deem appropriate
in these rooms.

29. Guard Room

The western doors to these rooms have covered eye slits where those
inside could inspect anyone seeking entry, and these doors are barred from
the inside. This was considered a necessary precaution by the primarily
human officer corps considering that many of the troops attached to the
garrison were orcs and goblinoids whose loyalty was always somewhat
suspect. A bell hanging inside each of these rooms could be used to sound
the alarm if it appeared the door might be breached.

30. Quartermaster

A desk with a hard chair sits before the east wall. Across from
it are two doors. Beside the desk are two large wooden trunks
with padlocks. Behind the desk hangs a large black tapestry of
the red tower.

This room served as the office of Kirash Durgaut’s quartermaster. The
desk drawers hold sheaves of blank parchment, brittle quills and inkwells,
their contents long since dried out. The keys have been lost to the two
chests, but if opened they are found to contain only endless stacks of
parchment holding requisition orders, inventories of uniforms, supplies,
equipment and weapons, and billeting assignments. None of it is of
interest to the party.

Locked Wooden Trunk: 1 in. thick; Hardness 5; hp 10; Disable
Device DC 18; Break DC 20).

Treasure: There is a false bottom in the bottom drawer of the desk
located with a DC 24 Perception check. Within are stashed 5 citrines (50
gp each).

31. Officer of the Watch

The back wall of this chamber is adorned with a banner depicting
the red tower of Kirash Durgaut. On the north wall are two large
black banners — one adorned with the demonic ram’s skull,
symbol of the Disciples of Orcus, and the other the ram’s skull over
a walled city, heraldry of the temple-city of Tsar. The south wall is
lined with banners in several garish colors, though primarily black,
adorned with various crude devices and insignias — emblems of
the various tribes and baronies that had sworn fealty to the demon
prince’s minions. At the rear of the room a large desk sits before a
well-upholstered chair. Sitting across the front edge of the desk are
numerous leather-bound volumes.

This once served as the office for the officer of the watch. A DC 20
Knowledge (nobility) recognizes the banners of many domains now
extinct, surprisingly there are devices of a few lands that are now considered
goodly and would be shocked to be affiliated with the followers of Orcus
(many rulers had changes of conscience during the bloody purges in the
aftermath of the Battle of Tsar). The books are all records of troop strength
and lists of soldiers attached to the Kirash Durgaut garrison. Within the
desk’s single drawer are sheaves of parchment containing duty rosters,
payroll records, various orders, etc. A careful perusal of the payroll
records (DC 15 Knowledge [local]) shows that a payroll totaling 6,800
gp was never paid out prior to the final engagements of the Battle of Tsar.

The payroll documents above should provide the party with a clue
that there may be payroll funds still lying about somewhere. A DC 18
Perception check reveals an iron key with its bow fashioned to resemble
a notched executioner’s axe hidden at the back of the desk’s drawer. A
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DC 20 Knowledge (local) or (nobility) identifies it as the symbol of the
Iron Neck ogre tribe. A banner with a similar symbol hangs on the room’s
south wall. Hidden behind this banner is a small keyhole in the wall
(DC 30 Perception to locate unless the party knows to look behind this
banner). The key fits perfectly and, if inserted and turned, opens a secret
panel in the floor behind the desk. This panel can be located with a DC 25
Perception check but is arcane locked (caster level 10th) cannot be opened
without magic, the key, or smashing through a foot of stone.

Treasure: Within the secret compartment is an iron strongbox. Still
stored within are 500 pp, 1,000 gp and 8,000 sp — the forgotten payroll
of Kirash Durgaut.

32. Officers’ Quarters (CR 13)

These chambers are all similar in that they have doors with locks (none
currently are locked, and the keys are all missing). Each holds sparse but
quality furnishings to accommodate from two to four junior officers of
Kirash Durgaut. All are dusty and have not been used since the forces
were called out for battle and failed to return.

Not all are unoccupied, however. Some of the spirits of officers slain
on the field of battle have returned to their former quarters to pursue their
restless existence. During the Battle of Tsar, a Kirash Durgaut company of
orc and half-orc soldiers found themselves cutoff from their allies by an
overwhelming force of dwarven heavy infantry from the Army of Light.
A company of predominantly human troops from Kirash Durgaut was
in position to come to support their orcish compatriots and allow them
the opportunity to escape from the trap in which they found themselves.
However rather than potentially expose their own flank to attack, the
human officers ordered their troops to withdraw and leave the orc company
to its fate. The orcish officers watched in dismay as their only chance of
salvation withdrew towards the city only moments before the dwarves
overran their position and slaughtered them to the last soldier. Meanwhile,
the human company likewise found itself surprised during its retreat by an
ambush of human and elven rangers. Ironically, had the humans linked up
with the orcish company they would have had the numbers to overwhelm
the superior firepower of their foes. As it was, they broke and ran under
a hail of arrows. The last surviving officer died within a few paces of the
city’s gates.

Creatures: Due to the betrayal and guilt of their end, some of the human
and orc officers found themselves unable to obtain the sleep of death and
instead returned to their former quarters to settle their grievances —
eternally. Now 4 orc ghosts and 5 human spectres wander these halls
and chambers in perpetual warfare. Unfortunately due to the nature of
their cursed existence, they are unable to harm each other. All appear
as they did in life in uniforms recognizable as those of Kirash Durgaut
with officers’ insignia but bear obviously fatal wounds (deep axe wounds,
arrows in the neck, etc.). Every round the party spends in these chambers
and the surrounding corridor there is a 1 in 6 chance of having a spectral
visitation. Roll on the table below.

Area 32 Encounters (roll 1d6)

1. 1 human spectre

2. 1 orc ghost

3. 1 orc ghost and 1 human spectre
4-5. 1d3 human spectres

6. 2 orc ghosts

ORC GHOSTS (4)

XP 3,200

Male orc ghost fighter 6 (Pathfinder Roleplaying Game
Bestiary "Ghost"; "Orc”)

CE Medium undead (incorporeal)

Init +5; Senses darkvision 60 ft., low-light vision; Perception +16

CR7

AC 14, touch 14, flat-footed 12 (+2 deflection, +1 Dex, +1 dodge)

hp 55 (6d10+12 plus 6)

Fort +5; Ref +3; Will +3 (+5 vs. fear)

Defensive Abilities bravery +2, channel resistance +4,
ferocity, incorporeal, rejuvenation; Immune undead fraits

Speed fly 30 ft. (perfect)

Melee corrupting touch +8/+3 (7dé, DC 15 half)
Special Attacks felekinesis (CL 12th), weapon training
(axes +1)

Str —, Dex 13, Con —, Int 10, Wis 12, Cha 14

Base Atk +6; CMB +4; CMD 18

Feats Blind-Fight, Cleave®, Dodge, Improved Initiative®,
Power Attack®, Weapon Focus (battleaxe) &, Weapon Focus
(corrupting tfouch)

Skills Climb +12, Fly +9, Perception +16, Stealth +16
Languages Common, Orc

S$SQ armor fraining 1

Gear full plate armor, heavy steel shield, masterwork
battleaxe

HUMAN SPECTRES (5)
XP 3,200
hp 52 (Pathfinder Roleplaying Game Bestiary “Spectre”)

CR7

Tactics: Individually encountered undead merely attempt to spy on the
party from the walls for a few rounds before disappearing (Perception
checks opposed to their Stealth checks to notice). If members of opposing
races are encountered, they are locked in silent combat, which breaks off
if they are attacked or after 3 rounds at which time they flee in opposite
directions. If encountered in groups they spring from the floor and walls to
attack. Continue to roll for additional encounters while combat occurs. If
members of the other race arrive during combat, the combatants break off
and attack the new arrivals for 2 rounds before fleeing. If all of one kind or
another have been destroyed or are already present, treat additional rolls
for that kind as no encounter.

Treasure: Many of the officers left behind minor treasures and trinkets
hidden in their room. A DC 17 Perception check in each room has a 25%
chance of uncovering one of the following: an elixir of love, a +2 light
wooden shield with a broken arm strap (DC 10 Craft [armor] to repair in
30 minutes), a cold iron short sword, a pouch holding 40 pp, a jeweled
insignia of junior officer rank (50 gp), a Kirash Durgaut officer’s dress
uniform (30 gp), and an immovable rod. No item can be found more than
once.

33. Officers’ Mess

Heavy oak tables are spaced about the room, each surrounded
by a dozen chairs. Dangling from the ceiling hang black banners
bearing the red tower emblem and various company crests in the
upper left-hand corner.

It is here that the officer corps of Kirash Durgaut dined. There is nothing
of interest or value.

34. Gate Barracks

Each of these rooms contains bunks and footlockers for 30 soldiers
assigned to manning the turret above and defending the main gate wall
walks. Arrow slits look out over the road and the bailey. A spiral stair
rises to the defense posts above. These rooms are unoccupied and empty
of treasure.
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35. Garderobe

These small chambers hold chutes that empty out into the gateway
below. Travelers through the black gates learned to skirt the inner wall to
avoid any effluvia.

36. Upper Guard Room (CR 12)

The door to this chamber has been barred from the inside and bears a
trap. The room beyond is empty save for a spiral stair climbing to the roof
level. Guards once manned this post but are now gone, as is any evidence
of their presence.

Barred Door Trap: If this door is opened (by force or magic) without
first removing the trap, a crudely-rigged flamethrower device constructed
of a bronze cask fitted with a long barrel on one end pointing towards
the door and a bellows on the other activates and sends a cone of fire
through the doorway and 10 feet into the hall beyond. The fire affects
anyone standing in the doorway or in the squares immediately behind it.
The bellows are activated by a wire attached to the door itself on one
end and a counterweight system at the other. The trap exhausts its entire
supply of alchemist’s fire with one activation, but a spout in the top
allows it to be refilled. The cask holds 10 flasks of alchemist fire when
full. General Myrac checks this trap weekly and refills it if necessary. He
has his minions replace the door if necessary. It has never been activated
before, so there is no residue from its use in the hallway to give it away.
Since the alchemist’s fire ignites as it leaves the trap’s barrel, it does not
stick to its targets and continue to burn. The trap is easily detected and
disabled (DC 5 for both) by characters already inside the room.

FLAMETHROWER TRAP CR 12
Type mechanical; Perception DC 33; Disable Device DC 30

Trigger touch; Reset manual
Effect alchemical fire (10dé, fire, DC 20 Reflex half); multiple
targets (all targets in a 15-ff. cone)

37. War Room (CR 12)

A long, polished table dominates this chamber surrounded by
dozens of padded chairs of fine wood. The walls are covered with
large parchment maps that show the Desolation as it must have
looked centuries ago. Floating in the center of the room above the
table is a massive egg formed of segmented metal plates.

In this war room the defense strategies of Tsar were discussed by
General Myrac and his commanders. The maps are all horribly outdated
due to the changes wrought on the surrounding lands, though a character
examining them can get a general idea of the layout of the city walls and
the Black Gates.

Creature: Floating in the center of the room is a flailing dreadnought ,
a strange creature horribly warped by the experimentation of the disciples
of Orcus and their ilk. It is an egg-shaped creature upon which row
upon row of segmented metal plates have been riveted. One side of its
body is dominated by an enormous fanged maw that it can extend like
a proboscis when biting. It is blind but is able to “see” its surroundings
through disturbances in the planet’s electromagnetic field. It was brought
here to be given orders and then left in a magical suspended animation
to await the orders that were never forthcoming. The creature awakens
when someone enters the room. It is famished and attacks wildly in order
to feed. It activates its flailing fury attack as often as possible, quickly
reducing the room’s furnishings and maps to splinters and shreds.

FLAILING DREADNOUGHT

XP 19,200

Creature Collection Il: Dark Menagerie 72
CN Huge aberration

Init +5; Senses blindsight 200 ft., magnetic perception 200 ft.;
Perception +19

CR 12

AC 31, touch 9, flat-footed 30 (+1 Dex, +22 natural, -2 size)
hp 157 (15d8+75 plus 15)

Fort +10; Ref +6; Will +9

SR 26

Speed fly 40 ft. (average)
Melee bite +17 (2d8+12/19-20)
Space 15 ft.; Reach 10 ft.
Special Attacks flailing fury

Str 27, Dex 12, Con 21, Int 4, Wis 10, Cha 14

Base Atk +11; CMB +21; CMD 32 (can’t be tripped)

Feats Hover, Improved Critical (bite), Improved Initiative,
Power Attack, Cleave, Great Cleave, Skill Focus
(Perception), Toughness

Skills Fly +2, Perception +19, Survival +6 (+10 fo avoid
becoming lost)

Languages Abyssal

Flailing Fury (Ex) Once every 1d4 rounds, as a full-round
action, the dreadnought can separate the metal plates
that cover its body, releasing dozens of metallic tentacles
tipped with blades, barbs, and spikes. In that round the
tentacles flail in every direction, striking every being in a 30-
foot radius. The dreadnought makes a +17 melee attack
against every creature in that area and deals 2d12+12
points of damage on a successful attack. For the duration
of the flailing round, there is a -8 penalty to attack rolls for
ranged attacks that pass through that area, a missiles are
batted aside by the whirling tentacles. However, during this
round, the dreadnought’s natural armor is reduced by half
(AC 20, touch 9, flat-footed 19) as its armored hide opens to
unleash the tentacles.

Magnetic Perception (Ex) The whole body of a flailing
dreadnought is very sensitive to electromagnetic fields;

it can discern the position and condition of every metal
object within 200 feet. This gives the creature an uncanny
sense of orientation and a +4 racial bonus to Survival checks
to avoid getting lost.

38. Chapel of Orcus (CR 10)

Black curtains shroud the walls of this dark chamber, and the
black paint of the ceiling further absorbs any lights brought in.
Against the far wall is a simple altar of gray stone. Suspended
above it by thin chains is a ram’s skull rendered in iron. Atop the
skull the melted remains of a fat, red candle dribble over its features
like rivulets of blood frozen in time.

While not a part of the disciples of Orcus’s official troops, the
garrison of Kirash Durgaut still revered Orcus as their patron deity.
The chaplains of the tower conducted regular worship services
for the officers of the tower who were forced to stand and observe
the proceedings. The common troops received exhortations in their
barracks or were allowed to attend services at the Cathedral of Pain.
Though the hollow evil of the chapel’s past services still seem to
linger, raising the hairs on one’s neck, there is no longer any power
here. However, the chaplains did leave behind one last trap for anyone
foolish enough to desecrate their altar.
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Altar Trap: Anyone touching the altar or suspended ram’s skull who
is not an ordained priest of Orcus activates the trap. Once the altar is
touched, the door of the room slams shut (if it was left open) dislodging
or shoving aside any impediments such as pitons, PCs, etc. The door seals
shut and magically transforms into stone. It is arcane locked (caster level
20) and airtight. It reflects spells lower than 3rd level. One round after the
door seals, all of the air in the room is magically pumped out leaving a
vacuum. Characters trapped in the room must then hold their breath while
they attempt to escape (see the “Suffocation” section in Chapter 13 of the
Pathfinder Roleplaying Game).

VACUUM ROOM TRAP CR10
Type mechanical and magical; Perception DC 30; Disable
Device DC 28

Trigger touch; Reset repair
Effect asphyxiation (PCs must hold their breath or suffocate);
multiple targets (all within room); onset delay (1 round)

Arcane Locked Magically Treated Stone Door: 4 in. thick; Hardness
8; hp 120; Break DC 48.

39. Bodyguards’ Chamber (CR 7)

This room is bare save for a few arrow slits and five large suits
of full plate armor standing against the walls. Each suit’s gauntlets
clutch a greatsword resting on the floor, point down.

Bodyguards assigned to guard the persons and quarters of the highest
ranking officers were stationed in these rooms. They did not accompany
the officers into battle, remaining behind to secure their quarters.

The southernmost of these rooms has a secret door that is very carefully
hidden requiring a DC 40 Perception check to locate.

Creatures: Now 5 ogre juju zombies remain behind in each of these
rooms awaiting the return of their masters. They wear suits of Large full
plate armor and bear Large greatswords. They attack anyone not wearing
the uniform of Kirash Durgaut and insignia of a field-grade officer’s
rank. Anyone wearing such apparel must make a Disguise or Bluff check
opposed to their Perception or Sense Motive check.

OGRE JUJU ZOMBIES (5)

XP 800

The Tome of Horrors Complete 750

CE Large undead (augmented humanoid)
Init +4; Senses darkvision 60 ft., low-light vision; Perception +2

CR3

AC 27, touch 9, flat-footed 27 (+9 armor, +9 natural, -1 size)
hp 30 (4d8+8 plus 4)

Fort +6; Ref +1; Will +3

Defensive Abilities channel resistance +4; DR 5/magic and
slashing; Immune cold, electricity, magic missile, undead
traits; Resist fire 10

Speed 30 ft.
Melee greatsword +9 (3d6+10/19-20) or slam +9 (1d8+10)
Space 10 ft.; Reach 10 ft.

Str 25, Dex 10, Con —, Int 4, Wis 10, Cha 14
Base Atk +3; CMB +11; CMD 21

Feats Improved Initiative®, Iron Will, Toughness
Skills Climb +14, Percepftion +2

Languages Giant

Gear full plate, greatsword

40. Secret Room

Beyond the secret door is a spartan chamber. A tiny viewport
obviously disguised with the rock of the outside wall provides a
horizontal band of light into this room in which motes of dust float
in lazy motions. A single cot with a few blankets is pushed back
against one wall. Beside it is a large chest.

Only the highest ranking officers of Kirash Durgaut knew of this bolthole
prepared in case the fortress should ever fall without them having a chance
to escape. The chest holds mundane articles of clothing (making a good
disguise for someone formerly wearing a Kirash Durgaut uniform), a
backpack and the treasure.

Treasure: At the bottom of the chest is a sustaining spoon in an ordinary
clay bowl and a decanter of endless water along with several empty
waterskins. In addition there are three potions of cure moderate wounds,
a potion of gaseous form, two potions of invisibility, and a potion of fly.
Lying beneath these wrapped in a bit of burlap is a +3 defending silver
short sword.

41. Field-Grade Officers’ Q uarters

Each of these chambers is finely furnished — though in a spartan military
style — for a single individual. They hold various knickknacks personal
interest such as regimental crests and campaign buttons but nothing of
actual value. There is a 30% chance of finding a field-grade officer’s rank
insignia left behind in with the other personal items.

42. Officers’ Lounge

Plush leather chairs sit around mahogany game tables. A polished
bar at the side of the room holds rows of colored bottles — their
contents long since evaporated — and crystal goblets. A rack of
Meerschaum pipes hangs on one wall. Brass plaques hang around
the room.

Here the highest ranking officers of the garrison came to relax with fine
liquors, pipeweed, and games of knucklebones and dice. The plaques are
for various noteworthy actions of the officers of Kirash Durgaut including
deaths in battle. None are of particular interest.

Treasure: The 24 crystal goblets on the bar are extremely fragile but are
worth 25 gp each if successfully transported and sold.

43. Officers’ Armory (CR 15)

Wooden racks line the walls and stand in rows forming aisles
throughout this room. Many are empty, but some still hold dusty
weapons, shields, helms and suits of armor left behind when the
armies of the tower were called to the field. An unlit lantern swings
above one aisle, a longspear lying on the floor beneath it. The faint
but unmistakable smell of brimstone hangs on the air.

This armory once held the quality weapons and armor reserved for the
officer corps of Kirash Durgaut. Most were taken into battle, but some
few remain behind.

Creature: Currently, however, a thief from the infernal realms has
infiltrated the room and searches for any lost weapons of power that may
be of use to the Dukes of Hell. The intruder is Lascer, a rare male erinyes
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fighter/rogue. He lurks behind one of the weapons racks using his Stealth
ability to avoid detection (opposed Perception check to notice). He heard
the party approaching as he was examining the longspear and bumped the
lantern with it as he quickly laid it on the floor.

LASCER

XP 51,200

Male erinyes rogue 4/fighter 3 (Pathfinder Roleplaying
Game Bestiary "Devil, Erinyes”)

LE Medium outsider (devil, evil, extraplanar, lawful)
Init +7; Senses darkvision 60 ft., see in darkness, frue seeing;
Perception +20

CR15

AC 26, touch 15, flat-footed 26 (+5 armor, +4 Dex, +1 dodge,
+6 natural)

hp 166 (9d10+45 plus 4d8+20 plus 3d10+10 plus 4)

Fort +15; Ref +18; Will +9 (+10 vs. fear)

Defensive Abilities bravery +1, evasion, moderate
fortification (50% critical or sneck), frap sense +1, uncanny
dodge; DR 5/good; Immune fire, poison; Resist acid 10, cold
10; SR 19

Speed 30 ft., fly 50 ft. (good)

Melee +2 unholy spiked chain +23/+18/+13 (2d4+9)
Ranged +1 flaming composite bow [+5 Str bonus]
+21/+21/+16/+11 (1d8+6/x3) or chain +22 touch (entangle)
Special Attacks sneak attack +2dé

Spell-like Abilities (CL 12th):

Constant—true seeing

At will—fear (single target, DC 19), greater teleport (self plus
50 Ib. of objects only), minorimage (DC 17), unholy blight
(DC 19)

1/day— summon (level 3, 2 bearded devils, 50%)

Str 21, Dex 24, Con 21, Int 14, Wis 18, Cha 21

Base Atk +15; CMB +20 (+24 frip); CMD 38 (42 vs. trip)

Feats Combat Expertise, Combat Reflexes, Dodge®, Exotic
Weapon Proficiency (spiked chain)®, Greater Trip8, Improved
Trip®, Mobility®, Quick Draw, Point-Blank Shot, Precise Shot,
Rapid Shot, Shot on the Run, Weapon Finesse

Skills Acrobatics +19, Appraise +9, Bluff +17, Climb +15,
Diplomacy +14, Disable Device +20, Escape Arfist +17, Fly
+20, Intimidate +20, Knowledge (planes) +12, Knowledge
(religion) +12, Perception +20 (+22 locate traps), Sense
Motive +14, Stealth +23, Use Magic Device +12

Languages Celestial, Common, Draconic, Infernal; telepathy
100 ft.

S$SQ armor fraining 1, rogue talents (combat trick, stand up),
frapfinding

Combat Gear 3 thunderstones; Other Gear +1 moderate
fortification chain shirt, +2 unholy spiked chain, +1 flaming
composite bow [+5 Str bonus], 40 arrows, 50-ft. chain, bag of
holding (type 1), masterwork thieves’ tools

Entangle (Su) Lascer carries a 50-ft.-long chain that
entangles opponents of any size as an animate rope spell
(CL 16th, DC 25) but with hardness 10, hp 5, AC 10, Break DC
26. He can hurl his chain 30 feet with no range penalty. The
chain functions only for Lascer and no other. The save DC is
Dexterity-based.

Tactics: If the party begins looking around, the erinyes attempts to
summon bearded devils to attack and distract the party. Then from hiding,
he flings his chain to entangle a stout-looking fighter before teleporting
to surprise a weak-looking spellcaster in order to sneak attack with his
spiked chain. He then attempts to trip anyone that tries to enter his threat
range holding them off with his spiked chain and unholy blight. If hard
pressed he grabs a valuable-looking weapon off a nearby rack and tries to
teleport to safety. Roll randomly from the treasures below to determine

which weapon he grabs. If you like, he can begin to stalk the party hoping
to slay them or at least steal some of their powerful magic items.

Treasure: Though stripped of most of the items, this armory still holds
at least masterwork quality example of each simple and martial weapon
in the Player'’s Handbook. There is also at least one masterwork example
of each type of armor and shield. In addition the following items remain
to be found:

» +1 unholy silver longspear (lying on the floor — this was the weapon
the erinyes was examining).

e +1/+1 orc double axe

* +2 cold iron trident

* Quiver of 20 +/ seeking crossbow bolts

* +2 adamantine greatsword

* assassin’s dagger

 +1/+1 anarchic throwing two-bladed sword

 +2 shocking burst whip

* +3 shortbow

* +1 greater shadow studded leather armor

* +2 blinding buckler

* +1 chain shirt

* +1 moderate fortification sonic resistance heavy steel shield

* locked gauntlet of luck (equal to banded mail of luck but with no armor
class bonus).

44. Elite Bodyguard (CR 5)

Creature: This room is bare save for its hulking guardian, a gray render
fast zombie. The creature served as the personal guardian of the fortress’s
commanding officer. It attacks all who enter who are not accompanied by
Undercommander Kreft (long ago slain on the field of battle), so no one
has succeeded in entering this chamber for the last few centuries.

GRAY RENDER FAST ZOMBIE

XP 1,600

Pathfinder Roleplaying Game Bestiary “Zombie”
NE Large undead

Init +1; Senses darkvision 60 ft.; Perception +0

CRS

AC 13, touch 10, flat-footed 12 (+3 natural, +1 Dex, -1 size)
hp 66 (12d8 plus 12)

Fort +4; Ref +5; Will +8

Immune undead fraits

Speed 40 ft.

Melee bite +15 (2d6+7) and 2 claws +15 (1dé+7) or bite +15
(2d6+7) and slam +15/+15 (1d8+10)

Special Attacks quick strikes

Space 10 ft.; Reach 10 ft.

Str 25, Dex 12, Con —, Int —, Wis 10, Cha 10
Base Atk +9; CMB +17; CMD 28
Feats Toughness®

45. Undercommander’s Quarters

This suite of rooms is sumptuously furnished and provided comfortable
quarters to General Myrac’s second-in-command, Undercommander
Kreft. Kreft led the troops of Kirash Durgaut into battle while Myrac
remained behind with his token garrison to hold the city gates. Kreft died
on a celestial’s holy spear soon thereafter. His quarters are as he has left
them and have remained undisturbed all these years.

The suite consists of an anteroom with black velvet couches and various
bits of silver ornamentation. Off of this room is a small privy with a
marble toilet leading to a pit deep in the fortress’ foundations and a marble
washbasin. The undercommander’s study has a lush white bearskin rug, a
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black-wood dining table with matching chairs, and an elegant desk of the
same black wood. Arrow slits with glass panes and iron shutters let in light
and look out over the gate. The bedchamber holds a massive bed with red
silk mattress and coverlet. The sets of manacles attached to the bed posts
and various whips and scourges on the walls belie the former inhabitant’s
twisted tastes. A secret door in the bedchamber can be located with a DC
28 Perception check.

Treasure: The various furnishings and accoutrements of these chambers
are bulky but could be sold for 8,500 gp if somehow transported to a
suitable marketplace.

46. Secret Chapel
(CR 7 and 14)

Beyond the secret door is a room smelling strongly of exotic
incense. In the center of the room is a small, black-stone altar.
Upon it is a pair of curving bull’s horns turned down. Next to
it is a copper censer giving off slight stream of smoke. The
room is further occupied by a raven-haired beauty resting,
eyes closed, on a recamier couch against the east wall. Her
revealing undergarments and large bat wings provide warning
of potential trouble.

This secret chamber served Kreft as his own private chapel. A
DC 30 Knowledge (religion) or (planes) recognizes the altar and
bull’s horns as the symbol of the demoness Beluiri, the Temptress.
Kreft revered this seductress of demon lords and worshipped her
in secret here, away from the prying eyes of the jealous Disciples
of Orcus.

Creature: Also in this room is Kreft’s personal slave, the succubus
Sadie.

SADIE, SUCCUBUS

XP 3,200

hp 84 (Pathfinder Roleplaying Game Bestiary “Demon,
Succubus”)

CR7

Tactics: Left by her master and paramour, Sadie has languished
in this room in utter boredom. His last command was for her to not
open the secret door or leave the room. Now that new and interesting
people have arrived, though, things look suddenly more engaging.
She immediately begins using all of her wiles to tempt the most
pious-looking member of the party (she prefers paladins) to abandon
his comrades and join her for an eternity of paradise. She will go so
far as to physically threaten those who interfere with her attempts.
She is emboldened and willing to risk open combat because of the
fact that she does not fear death. Long ago she managed to wrangle
a promise from the demon lord Baphomet that if she was slain she
would immediately be promoted in the Abyssal hierarchy. What she
does not realize (but probably should) is that a demon lord’s word is
not worth as much as the paper it is written on. If Sadie is slain she
immediately returns in the next round as a nalfeshnee demon, but not
in the Abyss before her new underlings as she expected. Rather she
remains on the Material Plane in this same room and once again faces
the same party that slew her. Baphomet’s promise kept, he is under
no further compunction to promote her, and she fights madly to the
death to avoid that very fate.
SADIE, NALFESHNEE CR 14
XP 38,400
hp 203 (Pathfinder Roleplaying Game Bestiary “Demon,
Nalfeshnee”)

Treasure: The copper censer is similar to an everburning torch in that
its flame never expires and, in this case, never stops giving off the aroma
of the strange-smelling incense. It could be sold as a curio for as much as
150 gp.

47. Archer Post

These identical defensive chambers lie in the great “horns” that
protrude from the fortress to the north and south. They connect to the
walkways that pass over the Black Gates. Each has a small guard room
at its entrance connecting it to the fortress’s battlement and a barred door
blocking access to the wall walk. The exteriors of the doors connecting
to the wall walks are studded with bronze spikes inflicting damage equal
to 1d10 spears against anyone attempting to break them open and make
them more difficult to smash through with weapons (Hardness 6; hp 40;
Break DC 30).

In addition to the guard rooms, the interior of these horns is divided
into two chambers. The inner chamber houses the spiral stairs climbing
from the barracks (Area 34) below. The outer chambers are adjacent
to the wall walks and have a spiral stair climbing to the tip of the horn
(Area 48) above. Fire places set into the dividing walls have fixtures
for holding kettles of oil to be boiled and rolling carts nearby so these
kettles can be easily transported to drain spouts in the floor, enabling
the oil to be dumped over attackers on the ground below. The kettles
are currently empty. Each of the chambers is also lined with three
levels of arrow slits at heights of 4 feet, 10 feet and 16 feet. Wooden
scaffolds allow use of these arrows slits and are accessible by ladders.
Chests for storing arrows and crossbow bolts and pegs for holding
bows and crossbows abound. There are plenty of mundane specimens
of these items present allowing characters to replenish their supplies
as needed.

48. Artillery Position

These 60-foot-high parapets are surrounded by crenellated battlements
and stand at the peaks of the three “horns” of the fortress. The outermost
point of each is a solid wall rising 8 feet high, forming the horn’s tip and
providing a little extra cover. These partial walls have an arrow slit in
them to prevent attackers from using them as blind spots for cover from
the defenders above. On each of these platforms is a stair accessing the
chambers in the horn below. Each is also fitted with a heavy catapult. A
stone locker set into the battlement holds stone and lead shot for these
siege engines. Each one of these has a 10% chance to still be functional.
General Myrac orders his underlings to keep these in good working
order, but his current underlings are unskilled at best in the area of
maintenance.

49. Forward Defensive Post

This area is similar in design to the archer posts at Area 47. There are
three levels of arrow slits accessed by scaffolds and ladders. A spiral
stair in the eastern end leads to the roof above. Two fireplaces are built
to heat cauldrons of oil that can then be dumped directly into sluices that
carry the boiling liquid through murder holes on the tower’s bottom,
to provide no cover or respite from above for attackers, and out drain
spouts built along the horn’s lower edge to cover a wider area with
the devastating attack. Like Area 47, these cauldrons are empty. The
exterior of this turret is chipped and fractured from attacks but remains
structurally sound.
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so. Battlement (CR 12 and 9)

This vast platform covers the entire eastern half of the fortress.
From the center rises the dark form of the central Tower of Weeping
Sores like a gangrenous finger, climbing another 100 feet into the
air. Great hornlike projections — turrets — protrude from the
northern, eastern, and southern tips of this battlement. To the east,
the remains of artillery and siege engines line the crenellated edges
with the battle-damaged remains of some stone structures behind
them. To the west stone buildings still stand, not subjected to the
carnage visited upon the forward half of the fortress. A huge crane
stands at one edge, extending out over the inner bailey of the city
gates.

The ground is 40 feet below this platform. The eastern half of this
platform came under attack many times from the siege engines of the
Army of Light and still shows the damages that were sustained. Lining
the eastern edges are heavy catapults and ballistae. Each on has only
a 10% chance of being in working order, the rest being damaged or
destroyed by time and the elements or the attacks from long ago.
Beside each of these is a stone locker built into the parapet that holds
ammunition suitable for the weapon. Near the entrance to Area 49 are
two great furnaces, the northern one mostly smashed from the direct hit
of a catapult shot. These were used to heat huge cauldrons of oil. The

massive iron cauldrons, now rusted and cracked from age, still stand on
the stone hearths. Each had a lever allowing it to be tipped to pour its
contents into smaller pots for transport to stone receptacles along the
roof’s edge with drains that funneled the boiling oil to gargoyle spouts
along the fortress’ walls below the battlement. These receptacles stand
empty, their drains long since clogged with debris. The rotten remains
of wooden hand carts that were once used for hauling the cauldrons of
boiling oil are situated near the furnaces and receptacles where they
were abandoned.

Creatures: The eastern half of the battlement is guarded by a flailing
dreadnought, one of the hideous living war machines created by the
Disciples of Orcus that resides within the smashed remains of the
northern furnace. If it hears or sees anyone moving about on the platform
it immediately moves to attack. Occasionally it feeds on one of the siege
undead in Area 51 if it is particularly hungry and one of them comes too
close. The western half of the platform is patrolled by the 4 marrow
knights at Area 54. Each round spent west of the central tower, there is a
cumulative 10% chance that the marrow knight patrol will spot the party
and charge to attack.

FLAILING DREADNOUGHT CR 12
XP 19,200

hp 157 (See Area 12)

MARROW KNIGHTS (4) CR5

XP 1,600
hp 90 (See Area B2-4)

s1. Artillerists’ Barracks (CR 9 or 11)

Each of these structures was once a small blockhouse in case the
battlements were overrun, with arrow slits and a trapdoor in the ceiling
leading to a crenellated battlement atop the building. The artillerists
charged with manning the siege engines of Kirash Durgaut were quartered
here. Both show damage from sustaining many hits from siege engines
belonging to the Army of Light. The northern building has been holed in
several places along the wall and part of the roof has collapsed. There is
no longer any furniture in either.

Creatures: They are now each occupied by 20 sandmen standing in
ranks awaiting orders. General Myrac occasionally sends them orders to
tend to their catapults and ballistae (which they do poorly as attested to by
the condition of their siege engines). Otherwise they remain within their
barracks until a general alarm is sounded by Myrac, at which time they
man their engines and prepare to repel invaders, or until someone enters
one of their barracks, in which