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Monsters  
The following details the monsters in the adventure. 

Actor, Curse CR 3 
XP 1600 
NE Medium Undead (incorporeal) 
Init +7; Senses darkvision 60 ft., lifesense (60'); Perception +10 
Aura unnatural aura 
Defense 
AC 18, touch 18, flat-footed 15 (+3 Dex, +5 deflection) 
hp 47 (5d8+25) 
Fort +6, Ref +4, Will +6; +2 bonus vs. channeled energy 
Defensive Abilities channel resistance +2, incorporeal; Immune ability drain, bleeds, critical 
hits, death effects, disease, energy drain, exhaustion, fatigue, mind-affecting, non-lethal damage, 
paralysis, physical ability damage, poison, precision damage, sleep, stunning, undead traits 
Offense 
Speed 0 ft., flight (60 feet, good) 
Statistics 
Str —, Dex 16, Con —, Int 14, Wis 14, Cha 21 
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Base Atk +3; CMB +6; CMD 24 
Feats Blind-Fight, Combat Reflexes (4 AoO/round), Improved Initiative 
Skills Diplomacy +10, Fly +7, Intimidate +13, Knowledge (planes) +7, Perception +10, Perform 
(act) +10, Sense Motive +10, Stealth +11 
Languages Common, 
Special Abilities 
Assume Role (Su): Cursed actors can assume a role by donning a cursed costume and picking up 
props. Donning a costume is a full round action that provokes an attack of opportunity. Once in 
costume the actor can then pick up props (such as weapons). When in costume and when 
wielding props they are able to interact with the physical world and engage in combat. This 
means that they can no longer act as incorporeal beings (they cannot move through walls, for 
example). Their effectiveness depends on the role they assume. When a cursed actor dons a 
costume, half of its hit points imbue the costume and props and enable it to act in that role. 
These hit points can be affected by mundane attacks. When these hit points have been used up in 
combat, the costume and props are destroyed and the actor returns to its incorporeal state and is 
at half hit points. If the attack that destroys the costume has leftover damage, this damage can 
affect the actor’s remaining hit points if it can affect an incorporeal creature (for example, if a +1 
sword hit a costumed actor and did 4 hit points over what was needed to destroy the costume, 
then there would be a 50% chance the actor would take that 4 points). It can still acquire another 
costume-doing so will imbue the costume with half its remaining hit points. If the actor has an 
uneven number of hit points, then the higher number is retained by the incorporeal form (for 
example, an actor with 19 hit points would have 9 hit points in the costume and retain 10 hit 
points ion its incorporeal form. An actor must have at least two hit points in order to don a 
costume. An actor can drop a costume and props as a standard action and assume its normal 
state.  
Sunlight Powerlessness (Ex) A cursed actor caught in sunlight cannot attack and is staggered. 
Unnatural Aura (Su) Animals do not willingly approach within 30 feet of a cursed actor, unless a 
master makes a DC 25 Handle Animal, Ride, or wild empathy check. 
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Description: These creatures are a very unusual form of undead. They were once actors in a 
company that performed corrupting plays that were intended to lure and draw people towards a 
life of evil. Because of their evil, the Cataclysm struck them down and then raised them up again. 
In their normal state they seem like vague humanoid outlines with no real discernible features. In 
this state they have no attacks and cannot even speak or interact with the physical world. 
However, they have the special ability to don the cursed costumes in the theatre.  

While they are compelled to perform their final play over and over again, they can attack those 
who come on stage, those who disrupt the play or those who enter the understage area, In order 



to be able to attack they must assume a role by donning one of the cursed costumes in the theatre 
and picking up props. 
 
Costumes and Props 

The following provides the statistics a cursed actor has when donning a costume and wielding 
props. When the actor dons a costume and wields props they magically transform into real 
things. For example, the cloth costume armor becomes real armor and a cheap wooden wand 
prop becomes a magical wand. When the actor’s costume is “destroyed” they revert to their 
original state-mere costumes and props. 

 
Warrior Costume 
Speed: 30 Feet (6 squares) 
Armor Class: 19 (+3 Dex, +4 Chain Armor, +2 large steel shield), touch 13, flat-footed 16) 
Attack: Sword +8 melee (1D8+3), Long Bow +8 Ranged 1D8 
Space/Reach: 5 ft./5 ft. 
Description: When a cursed actor takes up the costumes and props of a warrior type, it gains the 
above abilities. Actors in this costume will attack aggressively. 
 
Citizen Costume 
Speed: 30 Feet (6 squares) 
Armor Class: 13 (+3 Dex,), touch 13, flat-footed 10) 
Attack: Dagger +2 melee (1D4) or random weapon +2 melee (1D6) 
Space/Reach: 5 ft./5 ft. 
Description: When a cursed actor takes up the costumes and props of a non-combatant citizen 
(anyone from a peasant to a noble) they gain these statistics. Actors in these costumes will try to 
avoid direct combat.  
 
Priest Costume 
Speed: 30 Feet (6 squares) 
Armor Class: 13 (+3 Dex,), touch 13, flat-footed 10) 
Attack: Staff +3 melee (1D6) + cause light wounds 
Space/Reach: 5 ft./5 ft. 
Description: When a cursed actor takes up the costumes and props of a priest they gain the 
above statistics. The staff prop casts cause light wounds (DC 12) at will. The actor can chose to 
strike with the staff as a melee attack and use the cause light wounds or they can use the staff to 
make a cause light wounds touch attack.  The staff loses this power when not in the possession of 
a cursed actor in the role of a priest. 
 
Wizard Costume 



Speed: 30 Feet (6 squares) 
Armor Class: 13 (+3 Dex,), touch 13, flat-footed 10) 
Attack: Dagger +2 melee (1D4) or staff +2 melee (1D6) 
Special Attack: Wand of magic missile 2 missiles 1D4+1 (level 3 caster) 
Space/Reach: 5 ft./5 ft. 
 
Description: When a cursed actor takes up the costumes and props of an arcane spell caster they 
gain these statistics. The prop for the spell caster is a wand of magic missile-caster level three. 
Actors in these costumes will try to avoid melee combat and will rely on their wands. When not 
in the passion of a cursed actor in a wizard role, the wand is just a stick.  
 
Kraken Prop CR 6 
XP 2400 
Animated Object (Large) 
N Large Construct 
Init -1; Senses darkvision 60 ft., low-light vision; Perception -5 
Defense 
AC 14, touch 8, flat-footed 14 (-1 Dex, -1 size, +6 natural) 
hp 52 (4d10+30) 
Fort +1, Ref +0, Will -4 
Defensive Abilities hardness 5; Immune construct traits (+30 hp), ability damage, ability drain, 
bleeds, death and necromancy effects, disease, energy drain, exhaustion, fatigue, mind-affecting, 
non-lethal damage, paralysis, poison, sleep, stunning 
Offense 
Speed 30 ft. 
Melee Slam x4 (Animated Object (Large)) +9 x4 (2d6+6 plus grab/x2) 
Space 10 ft.; Reach 10 ft. 
Statistics 
Str 22, Dex 8, Con —, Int —, Wis 1, Cha 1 
Base Atk +4; CMB +11 (+15 Grappling); CMD 20 
Feats  
Skills Fly -3, Stealth -5  
SQ animated object construction points (+ 1 cr) 
Special Abilities 
Construct Traits (+30 HP) Constructs have many immunities, no Constitution, and a bonus to 
HP based on size. 
Darkvision (60 feet) You can see in the dark (black and white vision only). 
Grab: Slam (Large) (Ex) You can start a grapple as a free action if you hit with the designated 
weapon. 



Hardness 5 Subtract Hardness from damage done. 
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Description: The kraken prop is a magical construct. Once a clever mechanical kraken, it is now 
a dangerous opponent. It looks amazingly like a real kraken-the skin glistens, the eyes glare, the 
tentacles grasp and the beak bites. The body of the kraken prop is mounted on a wheeled 
framework which enables it to move around. It needs to use two tentacles to move itself-the 
wheels do not spin on their own. The kraken prop will act out its role in the play but will attack 
intruders and those who disrupt the play. It is a fairly dangerous opponent because of its large 
numbers of attacks. The prop can fit within a 10X10 area by folding the tentacles. Naturally, only 
the cursed actors can handle the prop.  
 
ALLIP CR 3 
XP 800 
CE Medium undead (incorporeal) 
Init +5; Senses darkvision 60 ft.; Perception +7 
Aura babble (60 ft., DC 15) 
DEFENSE 
AC 14, touch 14, flat-footed 13 (+3 deflection, +1 Dex) 
hp 30 (4d8+12) 
Fort +4, Ref +4, Will +4 
Defensive Abilities channel resistance +2, incorporeal; Immune undead traits 
OFFENSE 
Speed fly 30 ft. (perfect) 
Melee incorporeal touch +4 (1d4 Wisdom damage) 
Special Attacks babble, touch of insanity 
STATISTICS 
Str —, Dex 12, Con —, Int 11, Wis 11, Cha 16 
Base Atk +3; CMB +4; CMD 17 
Feats Improved Initiative, Lightning Reflexes 
Skills Fly +16, Intimidate +10, Perception +7, Stealth +8 
Languages Aklo, Common 
SQ madness 
ECOLOGY 
Environment any 
Organization solitary, pair, or haunt (3–6) 
Treasure incidental 
SPECIAL ABILITIES 



Babble (Su) An allip constantly mutters to itself, creating a hypnotic effect. All sane creatures 
within 60 feet of the allip must succeed at a DC 15 Will save or be fascinated for 2d4 rounds. 
While a target is fascinated, the allip can approach it without breaking the effect, but an attack by 
the allip does end the effect. Creatures that successfully save cannot be affected by the same allip's 
babble for 24 hours. This is a sonic, mind-affecting compulsion effect. The save DC is Charisma-
based. 
Madness (Su) Anyone targeting an allip with a thought detection, mind control, or telepathic 
effect makes direct contact with its tortured mind and takes 1d4 points of Wisdom damage. 
Touch of Insanity (Su) The touch of an allip deals 1d4 points of Wisdom damage (DC 15 Will 
negates). A successful critical hit causes 1d4 points of Wisdom damage and 1 point of Wisdom 
drain (instead of double Wisdom damage). With each successful attack, an allip gains 5 
temporary hit points. The save DC is Charisma-based. 
 
GIANT ANT CR 2 
XP 600 
N Medium vermin 
Init +0; Senses darkvision 60 ft., scent; Perception +5 
DEFENSE 
AC 15, touch 10, flat-footed 15; (+5 natural) 
hp 18 (2d8+9) 
Fort +6, Ref +0, Will +1 
Immune mind-affecting effects 
OFFENSE 
Speed 50 ft., climb 20 ft. 
Melee bite +3 (1d6+2 plus grab), sting +3 (1d4+2 plus poison) 
STATISTICS 
Str 14, Dex 10, Con 17, Int —, Wis 13, Cha 11 
Base Atk +1; CMB +3 (+7 grapple); CMD 13 (21 vs. trip) 
Feats ToughnessB 
Skills Climb +10, Perception +5, Survival +5; Racial Modifiers +4 Perception, +4 Survival 
ECOLOGY 
Environment any 
Organization solitary, pair, gang (3–6), or hive (7–18 plus 10–100 workers, 2–8 drones, and 1 
queen) 
Treasure none 
SPECIAL ABILITIES 
Poison (Ex) Sting—injury; save Fort DC 14; frequency 1/round for 4 rounds; effect 1d2 Str; cure 
1 save 



Giant ants are as industrious as their normal-sized kin. While their nests generally don't consist 
of thousands, their greatly increased size more than compensates. 
 
The statistics given above are for soldier ants—the variety most commonly encountered. The 
following simple templates can be used to create variants of the standard soldier ant. 
 
Worker (–1 CR) Worker ants do not have a poison sting attack or a grab special attack. 
 
Drone (+1 CR) Drones have the advanced simple template and a fly speed of 30 feet (average). 
 
Queen (+2 CR) The queen of a nest is an immense, bloated creature. She gains the advanced and 
the giant simple templates, but drops her speed to 10 feet and loses her climb speed entirely. 
 
FIRE BEETLE CR 1/3 
XP 135 
N Small vermin 
Init +0; Senses low-light vision; Perception +0 
DEFENSE 
AC 12, touch 11, flat-footed 12 (+1 natural, +1 size) 
hp 4 (1d8) 
Fort +2, Ref +0, Will +0 
Immune mind-affecting effects 
OFFENSE 
Speed 30 ft., fly 30 ft. (poor) 
Melee bite +1 (1d4) 
STATISTICS 
Str 10, Dex 11, Con 11, Int —, Wis 10, Cha 7 
Base Atk +0; CMB –1; CMD 9 (17 vs. trip) 
Skills Fly –2 
SQ luminescence 
ECOLOGY 
Environment any 
Organization solitary, cluster (2–6) or colony (7–12) 
Treasure none 
SPECIAL ABILITIES 
Luminescence (Ex) A fire beetle's glowing glands provide light in a 10-foot radius. A dead fire 
beetle's luminescent glands continue to glow for 1d6 days after its death. 



Although nocturnal, the fire beetle lacks darkvision—it relies on its own glowing glands for 
illumination. Caged fire beetles are a popular source of long-lasting illumination among 
eccentrics and miners. 
 
Other variations on the common fire beetle exist. The two most common variants are detailed 
below. 
 
Mining Beetle (CR 1/2): A mining beetle is an advanced fire beetle with the advanced simple 
template and a burrowing speed of 20 feet. 
 
Flash Beetle (CR 1/2): A flash beetle is an advanced fire beetle that can create a bright flash of 
light once an hour. When a flash beetle does so, all creatures in a 10-foot burst must make a DC 
12 Fortitude save or be dazzled for 1d3 rounds. The save DC is Constitution-based. 
 
GIANT STAG BEETLE CR 4 
XP 1,200 
N Large vermin 
Init +0; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 17, touch 9, flat-footed 17 (+8 natural, –1 size) 
hp 45 (7d8+14) 
Fort +7, Ref +2, Will +2 
Immune mind-affecting effects 
OFFENSE 
Speed 20 ft., fly 20 ft. (poor) 
Melee bite +8 (2d8+6) 
Space 10 ft.; Reach 5 ft. 
Special Attacks trample (1d6+6, DC 17) 
STATISTICS 
Str 19, Dex 10, Con 15, Int —, Wis 10, Cha 9 
Base Atk +5; CMB +10; CMD 20 (28 vs. trip) 
Skills Fly –6 
ECOLOGY 
Environment temperate forests 
Organization solitary, pair, or cluster (3–6) 
Treasure none 
Nearly 10 feet long, giant stag beetles become serious dangers when they wander into logging 
camps due to their appetite for decaying wood. Called stag beetles because of their large, antler-



like mandibles, they use these appendages to wrestle competing suitors and quickly put down 
enemy threats. 
 
Variant species of these giant beetles exist as well. The two detailed below are the ones most 
commonly encountered. 
 
Bombardier Beetle (CR 2): This giant stag beetle has only 2 Hit Dice and is Medium sized, but 
can spray acid once per round in a 10-foot cone. Those in the cone must make a DC 11 Fortitude 
save or take 1d4+2 points of acid damage. The save DC is Constitution-based. 
 
Goliath Beetle (CR 8): The immense goliath beetle is a Huge stag beetle with 12 HD and the 
trample special ability. 

 
Cursed Carnie  CR 3 
XP 800 
NE Medium undead 
Init +1; Senses darkvision 60 ft.; Perception +11 
DEFENSE 
AC 15, touch 11, flat-footed 14 (+1 Dex, +4 natural) 
hp 26 (4d8+8) 
Fort +3, Ref +2, Will +5 
Defensive Abilities undead traits 
Weaknesses resurrection vulnerability 
OFFENSE 
Speed 30 ft. 
Melee slam +4 (1d4+1 plus energy drain) 
Special Attacks create spawn, energy drain (1 level, DC 14) 
STATISTICS 
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; Racial Modifier +8 
Stealth 
Languages Common 
SPECIAL ABILITIES 
Bad Luck (Su): Cursed carnies generate a zone of bad luck. This zone extends ten feet from the 
creature. Those that enter the zone must make a DC 14 Will save or suffer a -1 luck penalty on all 
rolls. The save DC is Charisma-based. A creature that makes its save against a specific cursed 
carnie is immune to its zone for the next 24 hours. A carnie can also focus its attention on a 



single individual and attempt to cause that person bad luck. Doing so is a standard action on part 
of the cursed carnie and requires the individual to make a DC 14 will save. If the save fails, the 
individual suffers a -3 luck penalty on all rolls for 1D4 rounds. Unlike the field, a successful roll 
does not make the target immune to the effect of the bad luck. When a cursed carnie is focusing 
its attention, its bad luck field ceases to operate. Cursed carnies are not affected by each other’s 
bad luck.  
Energy Drain (Su): Living creatures hit by a carnies’s slam attack gain one negative level. The 
DC is 14 for the Fortitude save to remove a negative level. The save DC is Charisma-based. For 
each such negative level bestowed, the cursed carnie gains 5 temporary hit points. 
Description: These were once the evil tenders of the games at the fairgrounds. Because of their 
evil deeds in life, they were transformed into undead and compelled to run the new games until 
they are destroyed or the Judgment ends. The cursed carnies in the adventure are similar to 
wights. Like a wight, a cursed carnie’s appearance is a weird and twisted reflection of the form it 
had in life. A cursed carnie is about the height and weight of a human. Because the curse, the 
cursed carnies are compelled to offer the games to all comers rather than attack them. They can 
attack in self-defense or to protect the fairgrounds. Because the curse compels them to remain at 
their games, they cannot be forced off the fairground by turning or by rebuking. When forced to 
fight they will attack by hammering with their fists. 
 
GHOUL CR 1 
XP 400 
CE Medium undead 
Init +2; Senses darkvision 60 ft.; Perception +7 
DEFENSE 
AC 14, touch 12, flat-footed 12 (+2 Dex, +2 natural) 
hp 13 (2d8+4) 
Fort +2, Ref +2, Will +5 
Defensive Abilities channel resistance +2 
OFFENSE 
Speed 30 ft. 
Melee bite +3 (1d6+1 plus disease and paralysis) and 2 claws +3 (1d6+1 plus paralysis) 
Special Attacks paralysis (1d4+1 rounds, DC 13, elves are immune to this effect) 
STATISTICS 
Str 13, Dex 15, Con —, Int 13, Wis 14, Cha 14 
Base Atk +1; CMB +2; CMD 14 
Feats Weapon Finesse 
Skills Acrobatics +4, Climb +6, Perception +7, Stealth +7, Swim +3 
Languages Common 
ECOLOGY 



Environment any land 
Organization solitary, gang (2–4), or pack (7–12) 
Treasure standard 
SPECIAL ABILITIES 
Disease (Su) Ghoul Fever: Bite—injury; save Fort DC 13; 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. 
 
Ghast 
Ghasts are ghouls with the advanced monster template. A ghast's paralysis even affects elves. 
Ghasts roam in packs of their own kind or lead groups of common ghouls. The stink of death 
and corruption surrounding these creatures is overwhelming, granting them the stench 
extraordinary ability (10-foot radius, Fort DC 15 negates, sickened for 1d6+4 minutes). 
 
Lacedon 
These aquatic cousins of the ghoul lurk near hidden reefs or other places where ships are likely to 
meet their ends. Lacedons have a base land speed of 30 feet and a swim speed of 30 feet. 
 
Description: These creatures were once members of the church or other citizens of the town. 
They had become fully corrupted by the evil and when the Cataclysm fell they were struck down 
and then raised back up as ghouls and ghasts in accord with the degree of evil and power they 
possessed in life. These creatures speak common and are dressed in the tattered rags of their 
clothing. They are full of rage and evil and exist to tear apart those who come within their grasp.  
 
Haunted Armor CR 1/3 
XP 135 
NE Medium undead 
Init +6; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 21, touch 13, flat-footed 18 (+4 armor,+2 heavy steel shield, +3 Dex, +2 natural) 
hp 4 (1d8) 
Fort +0, Ref +3, Will +2 
Immune undead traits 
OFFENSE 
Speed 30 ft. 
Melee Masterwork Longsword +2(1d8+1/19-20) 



STATISTICS 
Str 12, Dex 16, Con —, Int —, Wis 10, Cha 10 
Base Atk +0; CMB +2; CMD 14 
Feats Improved InitiativeB 
Gear chain shirt, large steel shield, masterwork longsword. One of the haunted armors has a +1 
long sword.  
Description: These are suits of armor, shields and weapons that have been animated by mindless 
spirits of evil. The spirit is a nexus of force-smashing at the armor one wears and the weapon it 
wields breaks the nexus, banishing the entity back to its own realm of negative energy. These 
entities can be disarmed and “deshielded” by destroying these items or taking them away (as per 
the sunder and disarm rule). However, the entities can pick up another (or the same) weapon or 
shield if available. Being without true minds, they simply attack without any tactics (they won’t 
try to flank, etc.) and just bash away until they destroy their opponents or are themselves 
banished  
 
Iron Stevedore CR 3 
XP 800 
N Medium construct 
Init +0; Senses darkvision 60 ft., low-light vision; Perception –5 
DEFENSE 
AC 14, touch 10, flat-footed 12 (+4 natural) 
hp 36 (3d10+20) 
Fort +1, Ref +1, Will –4 
Defensive Abilities hardness 10 ; Immune construct traits 
OFFENSE 
Speed 30 ft. 
Melee slam +5 (1d6+3) 
STATISTICS 
Str 14, Dex 10, Con —, Int —, Wis 1, Cha 1 
Base Atk +3; CMB +5; CMD 15 
ECOLOGY 
Environment any 
Organization solitary, pair, or gang (3–12) 
Treasure none 
Description: Iron stevedores were created to serve in warehouses. They would tirelessly load and 
unload ships and be unharmed by accidents that would kill humans. They served with mindless 
loyalty for centuries, but some disruption or flaw in their magic corrupted some of them when 
the empire came to an end, making them berserk. These berserk stevedores walk the work areas 
they were assigned originally, but attack anything that comes within their grasp. Stevedores that 



have not gone berserk continue at their assigned tasks with mindless efficiency. When they have 
no assigned tasks, they simply wait until an assigned task arises or they are ordered to perform a 
new task by someone who knows the right command word. 
 
Iron Warrior CR 3 
XP 800 
N Medium construct 
Init +0; Senses darkvision 60 ft., low-light vision; Perception –5 
DEFENSE 
AC 14, touch 10, flat-footed 12 (+4 natural) 
hp 36 (3d10+20) 
Fort +1, Ref +1, Will –4 
Defensive Abilities hardness 10 ; Immune construct traits 
OFFENSE 
Speed 30 ft. 
Melee slam Great Axe+5 (1d12+3) 
STATISTICS 
Str 14, Dex 10, Con —, Int —, Wis 1, Cha 1 
Base Atk +3; CMB +5; CMD 15 
ECOLOGY 
Environment any 
Organization solitary, pair, or gang (3–12) 
Treasure none 
Description: iron warriors were created by Imperial wizards to serve as combat troops. They 
were most often employed as guards because they never slept, never grew bored, and could not 
be bribed. They also served as shock troops-while relatively unskilled in combat, their armor and 
damage reduction made them very hard to defeat. Plus, the mindless obedience had a certain 
appeal to some of the Imperial Officers.  They served the Empire with mindless loyalty for 
centuries and many still continued to serve the long fallen Empire. 
Most iron warriors were created with a capability similar to that granted by the magic mouth 
spell. Such iron warriors can be given up to three triggers for three brief messages (up to three 
seconds each).  All iron warriors can be given a limited set of commands that allow them up to 
three responses (these are typically linked to replaying the messages for those warriors that 
possess this ability). For example, an iron warrior might be programmed to patrol an area and to 
first warn intruders and then to attack them if they remain. An iron warrior can also be given up 
to three passwords. One allows orders to be given to the iron warrior and the other two can be set 
for other purposes. For example, a password might allow people to pass by an iron warrior 
without it attacking them.  



 The response an iron warrior has to those it encounters depends primarily on three factors. The 
first is the orders it was last given. The majority of iron warriors encountered will still be under 
orders to patrol and guard an area. They will initially warn off intruders by either speaking a pre-
programmed message or by getting ready to fight. If the intruders persist the iron warrior will 
move to attack. The second is whether those encounter it know any of the passwords for the 
warrior or not. If they do, its response will be based on how it has been ordered to respond (such 
as letting the intruders pass freely). Third, there is the matter of whether the iron warrior has 
been affected by the Cataclysm or not. Those located in areas that were devastated by Cataclysm 
were often corrupted by its effects. These corrupted warriors will patrol the work areas they were 
assigned originally and will attack any intruder they encounter, other than other iron warriors. 
There is a 50% chance that a corrupted iron warrior will respond to a password for 1D4 rounds. 
After that time it will again attack any intruder it encounters. 
Because they are mindless, iron warriors do not do much in the way of tactics. They mainly just 
advance on their opponents while avoiding major obstacles. They can be ordered about by 
someone who knows the master password and commands them to obey. They can follow simple 
orders (“Attack the one on the horse!”) but not complex orders (“Proceed forward 30 feet, flank 
the enemy with half your number on each side, press forward as resistance diminishes and then 
move on to support the archers when the enemy has been defeated”).  
 
Remnant, Sea CR 3 
XP 800 
LE Medium undead 
Init +1; Senses darkvision 60 ft.; Perception +11 
DEFENSE 
AC 18 (+1 Dex, +4 natural, +2 Leather armor, +1 Small wooden shield), touch 11, flat-footed 14 
hp 26 (4d8+8) 
Fort +3, Ref +2, Will +5 
Defensive Abilities undead traits 
OFFENSE 
Speed 30 ft. Swim 30 ft. 
Melee Long sword +3 melee (1d8+1) or Slam +3 melee (1D4+1 
Special Attacks Stench, Corrupt Breath, Drown 
STATISTICS 
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, Perception +11, Stealth +8, Swim +16; RacialModifier +8 Swim 
Languages Common 
ECOLOGY 



Environment Sea 
Organization solitary, pair, gang (3–6), or crew(7–12) 
Treasure standard  
Special Abilities 
Stench (Ex): The stink of death and corruption surrounding these creatures is overwhelming. 
Living creatures 
within 10 feet must succeed on a DC 14 Fortitude save or be sickened for 1d6+4 minutes. A 
creature that successfully saves cannot be affected again by the same remnant’s stench for 24 
hours. A delay poison or neutralize poison spell removes the effect from a sickened creature. 
Creatures with immunity to poison are unaffected, and creatures resistant to poison receive their 
normal bonus on their saving throws. The save DC is Charisma-based. 
Corrupt Breath (Su): A remnant can spew forth a 10 foot cone of vile water. The water is tainted 
with bits of decayed bone and fragments of rotted flesh. The fluid is acidic and inflicts 1D8 
damage on a hit and 1D4 points of damage the next round. A reflex save (DC 14, charisma 
based) results in half damage on the initial hit and avoids the secondary damage altogether. A 
remnant can use this ability three times every twenty four hours,  
Drown (Su): Once per day a remnant can attempt its most dangerous attack-on a successful 
touch attack it can cause the victim’s lungs to fill with sea-water and small aquatic creatures. 
When struck, the victim must make a DC 14 (Charisma based) Fortitude save. If the save 
succeeds the character is able to resist the effect and the only results is that sea water spews from 
his mouth and nose and he is sickened for 1D4 rounds. If the save fails, the character must make 
a DC 10 Constitution check every round in order to continue holding her breath. Each round for 
15 rounds (equal to the CHA of the remnant), the DC increases by 1. When the character finally 
fails her Constitution check, she begins to drown. In the first round, she falls unconscious (0 hp). 
In the following round, she drops to –1 hit points and is dying. In the third round, she drowns. 
The drowning character can be aided by magical means (such as water breathing) or non-magical 
means. A first aid check against DC 14 enables the person assisting the victim to force the water 
out of his lungs. If a character survives the drowning attack, she is sickened for 1 round for each 
round she was affected. Creatures that can breathe water or that do not need to breathe are 
unaffected by this attack.  
 
Description: These undead creatures were once evil sailors. When the Cataclysm fell upon them, 
they were slain and transformed into an aquatic form of undead-a Sea Remnant. They look very 
much like a drowned and water bloated corpse that has been under water for months and 
gnawed by a variety of fish. They emit a stench of death and decay that rivals that of ghasts. They 
move through the water with unnatural ease-as if it were air. They are about the height and 
weight of a human.  Sea Remnants attack with the weapons they used in life. They fight as well in 
water as they do on land and take none of the usual penalties or restrictions for fighting 



underwater with melee weapons. However, the usual penalties applied to ranged and thrown 
weapons apply to them. They also possess special abilities that they will employ in combat.  
 
 
Human Skeleton CR 1/3 
XP 135 
NE Medium undead 
Init +6; Senses darkvision 60 ft.; Perception +0 
DEFENSE 
AC 18, touch 12, flat-footed 16 (+4 armor, +2 Dex, +2 natural) 
hp 4 (1d8) 
Fort +0, Ref +2, Will +2 
DR 5/bludgeoning; Immune cold, undead traits 
OFFENSE 
Speed 30 ft. 
Melee Masterwork Longsword +1(1d8+1/19-20), claw –3 (1d4+1) or 2 claws +2 (1d4+2) 
STATISTICS 
Str 15, Dex 14, Con —, Int —, Wis 10, Cha 10 
Base Atk +0; CMB +2; CMD 14 
Feats Improved InitiativeB 
Gear Masterwork chain shirt, masterwork longsword 
Description: These are skeletons that have been animated by mindless spirits of evil. They dwell 
within the tower and attack anything that enters. They are ‘normal’ animated skeletons, but wear 
the remains of armor and fight with long swords. 
 
SPECTRE, Galven the Priest CR 7 
XP 3,200 
LE Medium undead (incorporeal) 
Init +7; Senses darkvision 60 ft.; Perception +17 
Aura unnatural aura (30 ft.) 
DEFENSE 
AC 15, touch 15, flat-footed 12 (+2 deflection, +3 Dex) 
hp 52 (8d8+16) 
Fort +4, Ref +5, Will +9 
Defensive Abilities incorporeal, channel resistance +2 
Weaknesses resurrection vulnerability, sunlight powerlessness 
OFFENSE 
Speed fly 80 ft. (perfect) 
Melee incorporeal touch +10 (1d8 plus energy drain) 
Special Attacks create spawn, energy drain (2 levels, DC 16) 



STATISTICS 
Str —, Dex 16, Con —, Int 14, Wis 16, Cha 15 
Base Atk +6; CMB +6; CMD 21 
Feats Blind-Fight, Improved Initiative, Skill Focus (Perception), Weapon Focus (touch) 
Skills Fly +11, Intimidate +13, Knowledge (history) +10, Knowledge (religion) +13, Perception 
+17, Stealth +14, Survival +11 
Languages Common 
ECOLOGY 
Environment any 
Organization solitary, pair, gang (3–6), or swarm (7–12) 
SPECIAL ABILITIES 
Create Spawn (Su) Any humanoids slain by a spectre become spectres themselves in 1d4 rounds. 
Spawn so created are less powerful than typical spectres, and suffer a –2 penalty on all d20 rolls 
and checks, receive –2 hp per HD, and only drain one level on a touch. Spawn are under the 
command of the spectre that created them and remain enslaved until its death, at which point 
they lose their spawn penalties and become full-fledged and free-willed spectres. They do not 
possess any of the abilities they had in life. 
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a spectre destroys it (Will 
negates). Using the spell in this way does not require a material component. 
Sunlight Powerlessness (Ex) Spectres are powerless in natural sunlight (not merely a daylight 
spell) and flee from it. A spectre caught in sunlight cannot attack and is staggered. 
Unnatural Aura (Su) Animals, whether wild or domesticated, can sense the unnatural presence 
of a spectre at a distance of 30 feet. They do not willingly approach nearer than that and panic if 
forced to do so unless a master succeeds at a DC 25 Handle Animal, Ride, or wild empathy check. 
A panicked animal remains so as long as it is within 30 feet of the spectre. 
Description: The spectre encountered in the church was once the head priest Galven. In life his 
evil was truly impressive-he lead many innocent souls into the church and then corrupted them 
into worshipping the evil religion he had chosen to embrace. Because of his sins and his betrayal 
of his faith, the Cataclysm destroyed his mortal frame but transformed his spirit into a twisted 
being of evil. His ghostly forms appears much as it did in life-he is wearing fine robes of his 
office. But his symbols of office are clearly broken and damaged. Further, his body bears terrible 
wounds-those that he suffered in the Cataclysm. He burns with evil and hatred for all life and has 
given up on any hope of redemption. He is roughly human-sized and is weightless. 
 
WIGHT CR 3 
XP 800 
LE Medium undead 
Init +1; Senses darkvision 60 ft.; Perception +11 
DEFENSE 



AC 19, touch 11, flat-footed 18(+1 Dex, +4 chain shirt +4 natural) 
hp 26 (4d8+8) 
Fort +3, Ref +2, Will +5 
Defensive Abilities undead traits 
Weaknesses resurrection vulnerability 
OFFENSE 
Speed 30 ft. 
Melee slam +4 (1d4+1 plus energy drain) 
Special Attacks create spawn, energy drain (1 level, DC 14) 
STATISTICS 
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; Racial Modifier +8 
Stealth 
Languages Common 
SQ create spawn 
ECOLOGY 
Environment any 
Organization solitary, pair, gang (3–6), or pack (7–12) 
Treasure standard  
SPECIAL ABILITIES 
Create Spawn (Su) Any humanoid creature that is slain by a wight becomes a wight itself in only 
1d4 rounds. Spawn so created are less powerful than typical wights, and suffer a –2 penalty on all 
d20 rolls and checks, as well as –2 hp per HD. Spawn are under the command of the wight that 
created them and remain enslaved until its death, at which point they lose their spawn penalties 
and become full-fledged and free-willed wights. They do not possess any of the abilities they had 
in life. 
Resurrection Vulnerability (Su) A raise dead or similar spell cast on a wight destroys it (Will 
negates). Using the spell in this way does not require a material component.  
Description: These wights were once the guardians of the church and members of a sacred 
order. While their order had once counted noble paladins among their ranks the corruption of 
the later days of the Empire even reached into these lofty places.  Because of their evil and their 
betrayal of their faith, the fallen guardians were transformed by the Cataclysm into wights. They 
still guard the church-to that degree they keep to their once sworn duty. A wight’s appearance is 
a weird and twisted reflection of the form it had in life. They still wear the armor they possessed 
in life, but no longer use their weapons-they have learned that their life draining touch is far 
deadlier than a weapon of steel. 
 
WRAITH CR 5 



XP 1,600 
LE Medium undead (incorporeal) 
Init +7; Senses darkvision 60 ft., lifesense; Perception +10 
Aura unnatural aura (30 ft.) 
DEFENSE 
AC 18, touch 18, flat-footed 14 (+5 deflection, +3 Dex) 
hp 47 (5d8+25) 
Fort +6, Ref +4, Will +6 
Defensive Abilities channel resistance +2, incorporeal; Immune undead traits 
Weaknesses sunlight powerlessness 
OFFENSE 
Speed fly 60 ft. (good) 
Melee incorporeal touch +6 (1d6 negative energy plus 1d6 Con drain) 
Special Attack create spawn 
STATISTICS 
Str —, Dex 16, Con —, Int 14, Wis 14, Cha 21 
Base Atk +3; CMB +6; CMD 21 
Feats Blind-Fight, Combat Reflexes, Improved Initiative 
Skills Diplomacy +10, Fly +7, Intimidate +13, Knowledge (planes) +7, Perception +10, Sense 
Motive +10, Stealth +11 
Languages Common, Infernal 
ECOLOGY 
Environment any 
Organization solitary, pair, gang (3–6), or pack (7–12) 
Treasure none 
SPECIAL ABILITIES 
Create Spawn (Su) A humanoid slain by a wraith becomes a wraith in 1d4 rounds. These spawn 
are less powerful than typical wraiths, and suffer a –2 penalty on all d20 rolls and checks, receive 
–2 hp per HD, and only drain 1d2 points of Constitution on a touch. Spawn are under the 
command of the wraith that created them until 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 wraith's touch attack must succeed on a DC 17 
Fortitude save or take 1d6 points of Constitution drain. On each successful attack, the wraith 
gains 5 temporary hit points. The save DC is Charisma-based. 
Lifesense (Su) A wraith notices and locates living creatures within 60 feet, just as if it possessed 
the blindsight ability. 
Sunlight Powerlessness (Ex) A wraith caught in sunlight cannot attack and is staggered. 
Unnatural Aura (Su) Animals do not willingly approach within 30 feet of a wraith, unless a 
master makes a DC 25 Handle Animal, Ride, or wild empathy check. 



These wraiths were once the corrupted priests and worst members of the parish. When the 
Cataclysm struck, they were cast down in death and then raised up again as wraiths. There horrid 
undead state is a reflection of the evil that possessed them in life. The wraiths vary in appearance-
some look like priests and others seem to be dressed in fine garb. This appearance does not affect 
the creature’s AC or combat abilities but only reflects the shape it had in life. 
 



Ruins of Altus

Warehouse District

Docks

First Tower

Second Tower

Fountain

Fountain

Church

The Fairground

The Theatre



� � �

�

�

�

�

���������	
����������������

�
���	
����������

�����

�������� ����������� ������������

�

�

��

�

�

�
�

�

�

�

��
���

�������

�������� �����������

�

�

�

� �����

 
�������!����"� #�������"�

�

�

�

�

�



���������	�
�����

���������	
����������������������������



��������	�
�����

�

�

�

���������

�

�������������������

���������� ������

��� ������

!�"�����

� �
� �



#

� �
�

�



#
$

�

�

� � 
 # $ %

&


	Ruins of Altus Cover
	Ruins of Altus M&M
	Monsters

	Ruins of Altus
	Altus Maps
	Altus Fair, Ship, Warehouse

